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ompleat Gameſter: 
IN THREE PARTS. 


7 © Du _—_— . 
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Full and eaſy Inſtructions for playing 
the Games chiefly uſed at Court and in the 
Aſſembleés, vis. OM BRE, QUADRILLE, 
Quinritte, Picquet, BassE T, Faro, and 
the Royal Game of CRH Ess». | 


The true Manner of playing the moſt 

uſual Games at Cards, viz. Wursr, ArI- 

Fours, CaxrsBnipce, Pur, Lux, Bras, Ec. 

With ſeveral diverting Tricks upon the 

Cards. OTE: 

Sl. Rules for playing at all the Games both 
= bin and Without the Tantes: likewi/t 
at Engliſh and French Bititarns. Alſo. 
the Laws of cach Game anncxed to prevent 


; Diſputes. | 
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PREFACE. 


AMING-13 become ſo much 
the Faſhion amongſt the Beau- 
Monde, . that he who, in Company, 
ſhould appear ignorant of. rhe Games. 
in Vogue, would. be reckoned low- 
bred, and. hardly fit for Converſation. 

T herefore I have taken the Pains to 
| compile this little Treatiſe, in order to 
teach the principal Court Games, v7z. 

OMBRE, Preis, and the Royal 


Game of CHEss.. 
T think the Method laid down is ſo 


plain and eaſy, that a Perſon of a very 
3 Fcommon Capacity may quickly learn 
cheſe moſt entertaining Games. 

Firſt, 


1 


4* 


1 PREFACE: 


variouſly played, according to the Hu- 


they play for; therefore, that the Rea- 


too plain. Beſides, it will be found, q 


will foon make them Maſters of it. 


n 
23 


Firſt, As to OxBRE. This Game is 


mours of the Company, or the Stakes 


der may not be ignorant of any Part of 
it, he will find it here deſcribed in all 
its Branches: And we have reduced it 
to Chapters, or Heads, that he may not 
be puzled, by running from Article to i 
Article, without Method. 
It may be objected, perhaps, that we | 
enlarge in ſome Places upon Things chat 
have been touched on before: But it 1 
muſt be conſidered, that this Treatiſe is 
wrote in favour of thoſe who hade nol 
Notion at all of the GAME, and to 


theſe, we conceive, nothing can be made 


. 


that we never ſpeak of a Thing a ſecond il 
Time, but where it has not been ſuffici-i F 
ently explained before. | 
As for tholg who have already ſnl 
Notion of the Game, this eaſy Method 
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'T hey who play it well, will fn the 
Rules here laid down fo exact, and with 
ſo much Juſtice, as readily to decide 
thoſe frequent. Diſputes which happen | 
about the Laws of the Game. 

There is likewiſe, for the Uſe of 
Learners, a Table of all fuch Games as 
may with Prudence be played. 

But becauſe the Terms may ſound a 
little barbarous to ſome Ears, and left the 
S Ignorant ſhould think they are Terms 
of Magie, we have placed them all in 


Wl a ſeparate T able, with their Explana- 


tions. 
Secondly, The Games of Picauer, 
Bass ET, and F ARO, are deſeribed, as they 


are now played in the beſt Companies. 


The Method is ſo eaſy, that I think 
nothing can be added to explain them 


W farther. 


Thirdly, The Royal Game of CHESS 


(which ſome maintain to be as old as 


Loy, and that it was invented by the 
"FF Grecian Captains, to divert their tedious 
AF Evenings at the Siege of that famous. 


City) requires Art and Stratagem, and 
3 relie ves 


viii P R E F A CE. 


relieves the Mind, when wearied with 
the Fatigue of Buſineſs, 

Fohn de Vigney, in. his Book, called | 7 
The Moralization of Cheſs, ſays, that 1 
the Game. of Cheſs was invented by 
Xerxes the Philoſopher, to improve | 1 
and correct the Mind of that famous 4 
Tyrant Merodach, King of Baby- 


Ion, 614 Years before the Birth of 


b 
| Chriſt. #4 
In the Practice of this ans, a Per- 2 
ſon meets with a great many odd i A 
| Events, which give the ſame Sort of | 1 


I * 


.agreable Surprize, that we are moved 
with at the * Incidents in a C- 
medy by the conciſe Account we 
have given of it, any Perſon, that once 
ſees the Men placed upon the Board, 
may learn to play; but to be Excellent Þ 
in it, requires a ſuitable. Genius, and 
good Obſervation. 1 

The Second and Third Parts of this 
Treatiſe, were originally written - by VB 
Charles Cotton Eſq; ſome Years ſince, 
but are now rectified according to the 
preſent Standard of Play. ©» 


Richard Seymour. 1 
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ontaining the Court Games, Viz. Drennan | 
of gore BASSET and Crnss, | ſe 


E Game of 8 owes its * 
vention to the Spaniards , and has 
in it a great deal of the Gravity: 

culiar. to that Nation. It is called 

ombre, or, The Max. It was ſo: named, 
requiring Thought and Reflection, which 

e Qualities eculiar to Man; or rather, 

luding to; Him. who undertakes to play 

Game ainſt the re/t of the. Game 17 
d. is called, The Max.“ 10 play. it well, 


1 N 
56 ei an Improvement of a Ga ug called Pa, 
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. ke - - "- L — 2 * g * * hy —_— had 2. 
— V 3 f * . n * 
9 8 2 — — OD 5 . T * 
ah. * 4 E 5 1 NEEDED — 3 n 8 * 
a * 13 - aww oo — 


Lu N 
5 
E 


w e 


- 3 erh in great Vogue among the Spaniards. Primera 
59 layed with Six Cards, Ombre with Nine; : that being 
9 = materia! Difference; for as to the Terms, they are 
73 ally the /ame.. Hz who bebe Cinguo Primero (whic ch 
2 ME S:quence of Five of the 3e. Cargs, and a good Trump) 
3 og ire to de ſucceſiful over reg From whence 
FE W 0 2:0] 1. 
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requires a great deal of Application; and 
let a Man be ever ſo expert, he will be apt Wl 
to fall into Miſtakes, if he thinks of any 
thing elſe, or is diſturbed by the Converſa- 
tion of thoſe that look on. f 

Attention and Quietneſs are abſolutely ne- 
ceſſary, in order to play well. Therefore, if 
the Spectators are diſcreet, they will be ſa- 
tisfied with the Pleaſure of ſeeing it played, 
without diſtracting the Gameſters. 

What I have ſaid, is not to perſuade any 
who have a mind to learn it, that the Plea- [ 
ſure is not worth the Pains: On the contra- 
ry, it will be found the moſt delightful and 
entertaining of all Games, to thoſe who have 
0 ing in them of what we call the 555 1 

© ith ——— 

There are many Ways of playing at Om- 1 
bre; it is ſometimes played with Force Spa- 1 ; 
alle, or Eſpadille Force; ſometimes by Two Per- 3 i 
ſons, ſometimes Three, ſometimes Four, and 
ſometimes Five; but the general Way is by 
Txxzx. Of this kind of Play we ſhall ove 9 
_ . * we ſball eo in their Turns. 1 
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The Number of the Can RDS, * 


"HE Game is played with 40 Cards: 14 

Vou may buy Packs made up on pur. | 
pole for this Game; otherwiſe you = 
4 take} 


"Of .OMBRE, by Duns, 3 


d take an entire Pack, which, conſiſts of 52 
t Cards, and throw out all the Eights, Nines, 
y Wand Tens, of the Four Suits, which make 
a- 12, and er remain ann is an 


Qnibre Pack. 1% „l 


e- 5 
if 5e s 
A 2 Ne Natura Order 7 the © ARDS. 
» 

a Hat 1 call; the natural Order of the 
1 VV Cards, is, their ſeveral Degrees when 
a- * they are not Trumps. * 
a. The Term Trump comes from a Corrup- | 


nd ion of the Word Triumph; for wherever 
ve 4 are, they are attended with Conqueſt. 
rit Y of Cards there are two Colours, Red and 
act; the Black are Spades and Clubs. 
m- i The Order of Spades and Clubs 1s the ſame 
as in other Games, in a natural Deſcent: 


er- King, Queen, Knave, Seven, Six, Five, 
nd our, Three, Two. 

by It is to be obſerved, that the Two Black 
eat Ares are not reckoned. in their natural Or- 


er of the Cards among their own Suits, 

N Pecauſe they ey are always u ep as we ſhall 
F xplany —— | 

The Dwo Red Colours are Hearts and Dia- 


# nds, which in their Order are quite con- 


as: Wtrary to the Black's but this Dae is 
ur- e 1 

1y WM Phe Ng, bean, Kuavez Keep their 
akef 3L B22 3: [oratiend 


* 


3 . 
* 2 
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natural Ranks, but the reſt are quite re- 
verſed; for the loweſt Wan in the Red er 
ſtill wins the higheſt. 

To comprehend this ot one View, and, to 
ſee every Card's' Value, peruſe. this Table: 


Rep. BLAck. Obſerve, that There 
Ang King are Ten/Cargs i 


Queen Queen Red, and but Nine 
Knave | Mae in Blacks: by fe- 
Ace Seven |. ſon, theBluck Hces, 
Duce Six Which are: always 
Three, e. Mumps, are not 
Tour. Furrer, : torbs rags? ' 
Five Three 2 1 
Lie „Die re Ji; DISD ID 
Schon: Pat 1h) = N 213 ; rob 
N Ir 5 TED TD n 


7he — the Ca Aus uber they are Traum} ps. 


T is neceſſary to Rd rhat the 
Black. Aces are always Trumps,” let us 
ay im What! Colour we will?) Thus whe- 
ther Hearts, Diamonds, Clubs or Spades be 
Trumps, the Ace of Spades is always the 
firſt Trump, and the Aceof Clubs che third. 


The Ace of Spades is called Spadille, or 


Eſpadilie; the Ace of Clubs Baſis. C1 VIEW 
Thus the firſt and the third: Trump:art 


conſtantly fixed, then the only . ” 


o 20 — the ſecond. 


4 
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1.1 Of OMBRE; TaEF. Y 
It is tobe obſerved, that whatever Co- 
Iour we play, that which is the worſt Card 
in ts natural Order (that is to ſay, when it 
is not Trumps) becomes the ſecond Trump; 
as the Duce of Spades, when we play in 
Spades, is the ſecond beſt Trump, and is 
called Manille; and the D n when 
Clubs are Trumps. 1 

When we play in Red, the Seven of 
Hearts, or Seven of Diamonds: is the ſe- 
eond beſt Card; that is to ſay, the Seven of 
Hearts when we play in- Hearts, and the 
Seven of Diamonds when we play in Dia- 
monds; and is likewiſe called Manille. 

There are, as we 105 ſnewn, four Ma- 
nilles upon the Cards; that is to ſay, two in 
Red, ant two in Black; but they are never 
called Monilles, but when the Suits to which 
they belong are Spa ps: As for Example, 
1 when we play. in Spades, the Duee of Spades 
is Mane *; in Club et the Duce-of Clubs; 
if in Hearts or Diamonds, it muſt be the 
Seven. 

There is one Obſervation remains; which 
is, concerning the Red Aces when e play in 
Red, we muſt take notice that they change 
their Place. 

Thus when we play in Hearts, the Ace of 
Hearts takes place of the King, and is the 
fourth Trump; as likewiſe does the Ace of 
Diamonds when we play in Diamonds; and 
are called Puntoes. B 3 But 
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Zut it muſt be remembred, that ĩt is only 
when they are Trumps, that they are called 
by this Name; at any other Time they are 
joe in the Degree we have PR . in 
the foregoing Table. 

For the better underſtanding the Wine 
of the Trumps, obſerve the following Ta- 
ble, where they at are placed im ir am 


„ Mabie 0 ee 10 
Spadille, Ace of Spades Spadille, Ace of Spades 
Manille, the Seven. Manille, the Duce. 
Baſto, Ace of Clubs. fBaſto, Ace of pared 
Punto; de Nel tr. 0 AL ei ben © 


Thus you may ſee by this Table, that 
* 12 une einen in 


* 
pe FF 
FT , 
Hot 
4 * 1 
1 | 
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How the Trump is made. 


HE Trump at Ombre is not made by 
turning up a Card, as at other Games, 
But after the. Cards are dealt, every one 
examines his Game, and ſpeaks in his Turn; 
For Example, we will ſuppoſe- that yow 
are Eldeſt Hand, and that you have for 
Game, Spadille the Ace, and Manille the 
Duce of Spades; Baſto the Ace of Clubs, 
the 7 and the 2 of Spades; you will find, 
P upon Examination, that you have three 
Matadares and two Tru which is a very 
good Game: We will ſe that the vg 
ther two have no- Games at . you are to 
ask if they play, that is underſtood if they 
lay without taking in; which we ſhall ex- 
plain hereafter. They anſwer, No: Then 
you are to ſay, mae Trumps, and make 
your Diſcard accordingly; This is the 
Manner of making the Trump. What L 
fay of the Eldeſt Hand, is the fame with 
t the other two, when thoſe that are ien 
n firſt, have ſaid, P afs, g 
Thus the Trump i is made by him who wide 
dertakes the Game, in whatloever Suit oy 
finds his Game the ſtrongeſt. + 
But the Perſon who plays muſe abrays 
name the Trump, — he looks at the 
Cards he takes in; _ he ſhould happen” 
: 0 4 to 


$$ Th-ComMerrat GAus TER. Part I. 
to turn them up, tho? he ſhould not ſee them 
before the Trump is named, then either of 
the other Two may name it; and he ſhall 
be obliged to play in 'that Suit, let it be 
what it will. 

If the Ombre-ſhould name two Colours at 
the ſame time, then the Perſon who ſits ar 
his Right Hand ſhall chuſe which of thoſe 
two Colours he thinks fit, and the Ombre 
ſhall be obliged to play in that Suit. 

In this Caſe the Ombre ſhall have the Li- 
berty of looking at his Diſcard; and if he 
has put out any of that Suit which is named 
for him, he may. take them in again, pro- 
vided the Cards he took in are not joined to 
the reſt of his Game: If ſo, he has not this 

The "a who undertakes the Game, 
ls called the Ombre. 

It is neceſſary to be very exact: in r naming 
the Trump: For Example; if a Perſon who 
intends to play in Clubs, ſhould ſhew three 
Cards that he puts out; a Heart, a Spade, 
and a — and ſay Ys You-may know 
my Trump by what I put out; this will not 
be ſufficient, and the others may name it, 
as if he Had not ſpoke at all: For ſome- 
times in that Caſe a Man may put out a 
Trump to deceive others. 

All theſe Formalities are grounded upon 


Ronſon! „ * 1 muſt fall to the 
93 | Preju- 
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Prejudiceof him who makes them; becauſe 
is ſometimes difficult to diſcern between 
iſtalce and — and if theſe were per- 
itted to bo retracted, it would give Occa- 
Won to à great deal of unfair Play, chere 
pre all Equivocations are diſallowed... 

i after the Ombre has looked. at the Cards , 
takes in, he. recollects that he did not 
dame the Trump; if the other two: ſhould 
orget to ſpeak before him, he may name it 
hen, Wet ne, me PR py 51d] 


- 
n 


07 the Matadores, 2 their Privilege. i 


HE Word atadere, in 2niſh ſigni- 
T fies Wal M they. are ſo called bo⸗ 
zuſe they never give Quarter. MY 
There are but three Cards that a 
perly called Matadares; 3 theſe are ene Jad 
anille, and Ba ſlo; which are three : — 


pal Trumps i a e 17 — 


* 


i Sadie Is a 1 00 the * 

„ Aeuiller as, aue d an, 5 not hxed, but 

A = 175 EOS Solo e 
it js the 0 Foc the Duce. 
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: Suppoſe I have in my Hand Baſto, ' with- 
out any other Tunis and the Leader ſhould 
play the King of Trumps, I am not obliged 
to play my Baſto, bur may'play any other 
ordinary Card that is not a Trump. 

an the King is inferior to Baſto; * if 
the Leader ſhould play Spadille, or Manille, 
there Baſto muſt come down, if you have 
no other Trump; for every Card muſt pay 
Reſpect to its Better. 

But you muſt 6bſerve, chat Spaditle, or 
Manille, muſt be the Card firſt played. 

For Example; if I have Baſto unguarded 
in my Hand, and am to play laſt; if the 
Leader ſnould play the Lie, and the ſe- 
cond'Spatille; here ] am not obliged to play 

Baſto, - becauſe Spadille did not lead. | 

Another Privilege of Mata dores, is, that 
whoever has them ſhalF be paid a Counter 

for each, by the other two Gameſters. 

But at is only the Oinbre that can be paid 
for Matadores, nor is he to be Paid for any 
Number leſs. that! T bree. 

" Formerly if the Ombre was Baule, * 
the 2 were in another Hand, he 
by ay to that Perſon: who Had 
them; r of Hie regs en 
So if Nlote che Game y ich chr Matadores | 
in my Tnd Tam to pey e 
to eack Bog 75 1613 £ nn 
Ren 125 "OB INN ': theſe 
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Of OMBRE, by Tuxzz. xr 
hree Matadores, Spadille, Manille, and Baſto: 
but it muſt be obſerved, that thoſe Trumps 
hich immediately ſuecced theſe, when they 
appen to meet in the Hands of the Ombre, 
ſurp the Name of Ae and muſt be 
paid as ſuch. 

For Example; if I have Spadille, Manilles: 
Baſjto, Punto, King, 5 and Knave I have 
even Matadores, and muſt receive ſeven a» 
piece from my two Oppoſites: And: if the 
Hiace and Three ſhould be Joined to theſe, 
they: make nine, and I muſt be paid accord 
ingly; but this 4s to be underſtood if we: 
play in either of the Red Suits. 

There can be no Punta, when we play in 
either of the Black Suits; becauſe the Aces, 
hich are the Panto's in Kad, in Black ars 
otherwiſe diſtinguiſhed, | 

Thus when: the Ombre: wins bis Game, he 
muſt be paid for his Matadores, whatever 
Number he has; if he loſes he muſt pay 
the others, ſtill obſerving; that theſe Mata 
dores muſt be Sequents, otherwiſe they are 
not to be paid at all. | 

„ui WILT 9, $0 LA — 


. aum if Difpoſing. the Came. 


rs lere ig ne. Neceſh for nin A 
| out Game at this Play, becauſe eve- 
ſe decides the Game; however, Coun- 


1 ters 
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ters muſt beuſed inſtead of Money, to mark 
the Stakes you play for. WG; 1 
You muſt' diſtribute to every Player a 
certain Number of #/bes or Counters; ſup- 
poſe nine Fiſbes and twenty Counters to each. 
A Fiſh is a Counter made in the Shape of 
__ a Fiþh, todiſtinguiſh it from the other Coun- | 
ters, and 1s generally. made to be worth ten 
Counters. Nam an 7 
The next ching to be ſettled, is the Price 
of your Counters, which muſt be according 
to the Sum you intend to play for, as a 
Crown, Half a Crown, a Shilling, or Six- 
ee b. i'd bi 5 
The Deal is ſettled thus. One Perſon 
taking the Pack, turns up a Card in the 
middle of the Table; and afterwards gives 
a Card a- piece round, and whoever has the 
higheſt Card of that Suit which lies in the 
Middle, is the firſt Dealer. Another Way 
is, by giving Cards round, and whoever 
has the-farſt Black Ace, deals firſt. _ 


— — 
* * 


EW The Manner of Dealing. 
W E have explained ta you the Value 
of a Fiſh; now you are to lay down 
One a: pieęe before rhe Deal begins. 
After the Dealer has ſhuMech the Cards, 
he muſt lay them down to be cut by the Per- 


22 A ſon 
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fon on his Left Hand, and then deal, « # 
giving firſt to the Perſon on his Right Han 
This Way of Dealing is peculiar to this 


eme at all other Games you begin at the: 


Left. 

The Dealer is to give three and hive - | 
round, till he has dealt nine a- piece. Ob- 
ſerve, That if he ſhould, by Miſtake, or 
otherwiſe, give the Cards in any other: 
Manner, he will be obliged to deal again. 

When he has thus dealt, there will be 
thirteen Cards left, which he is to lay down 
at his Right Hand, If you ſhould all paſs,.. 
(which often happens) then every one is to. 
lay down a ſingle Counter, and the next Per- | 
ſon deals. 

The Counters laid down for. your Paſſer 
are not to be mixed together; but every 
one lays his own juſt before himſelf: The 
Reaſon of this is, that if there be any want 
ing, it may be decided without diſpurings 
7 has omitted laying down. 
1 the Perſon at the Dealer 's Right 
Hand, that is, the Eldeſt Hand, has a good - 
Game, he asks this Qgeſtion, Do you give me 
Leave, or do you play without taking in? Ih 
they have bad Games, they anſwer, Paſss.> 

Then he difcards two, three, or more 
Cards, according to the Strength of his 
Came; and — up the Remainder of tho 


Pack, he ſerycs } alelt wich as many Cardg - 


Ss 1190 from 


— 


14 The CompteaT GamesTaR, Part I. 
from thence as he has laid out; then laying 


his Diſcard at his Left Hand, where the 
Pack lay before, he places the Remainder 
in the middle of the Table, ftill remember- 
ing to name the Trump before he takes in. 
The Meaning of. this Formality is, that 


whenever the Cards lie at a Man's Left | 
Hand, you know by that, he is to play 


firſt, and to be the next Dealer. 
If in dealing the Cards, there happens to 


be one faced, the Dealer is to go on without 


Interruption; unleſs it happens to be a Black 
Ace, in which caſe he is obliged to deal 
ain, 


Cards, then it is at the Choice of him it be- 


rw to, either to receive it, or make him | 
again; unleſs it is Black Ace, then it 


z a Rule that the Cards muſt be dealt again. 
If chere happens to be a great many! ards 
faait 'they muſt be dealt again. 


If the Ombre plays Sans-prendre, and(t] there | 


happens to be 4 Card faced in as Stock, 
the Deal is te ge for nothing. ant 
If the Dealer ſhould give ten cards ei- 
ther to himſelf, or any one elle, he malt 
deal again, if they demand it. 
But it is arent n re of the other 
7609 for they may play, tho”they have ten 
Cards dealt them, op lde they declare it 
before they tale i: In whick-caſe they are 
obliged 


But if the Dealer ſhould turn one of the 4 


Of OMBRE, ly Tun ZE. 1 
* to lay out one Card more than the 
Ae in; for if they have ten Cards af hep 
hey have taken in, hu are Beaſted, and ſo; 
hey maſt be likewiſe, if they ſhould Jan x 
rich6ut declaring they have ten Cards. 
As to thoſe who paſs with ten Cards in a 
Hand, it is differently played; with fome 
it is a 'Beafte, with others it is not. 
When a Man at the ſight of his Cards ſees 
nothing good in his Hand, he is apt to ex- 
amine no farther; therefore 1 think it a 
ittle ſevere to be Beaſted only for not diſ- 
covering one's Cards. 
The Spaniards play it with ſo much Seve- 
ity, that if a Man ſhould W- T have ten 
Cards, © I paſs; he is Beaſted ; but We play 
more tenderly, and I think it is the moſt's 
quitable Way; vx. a Man is never Braftet; 
unleſs he has ten Cards after he has taken in. 
If the Perſon who has ten. Cards dealt 
him, has a mind to play Fans-prendre, he 
muſt ſhuMe his Cards, and one of the 0 
pany tall draw out a. Curd at Hazard, and 
put it among ſt thoſe Which they, diſcata, 1 
The Kale we have lad dow for te 
Catds, are the fame with eight, becauſe | te 
Reaſon is the. fame. 


er . He that has dut ei t Cards, and way 
en pla nts 9 4. . kt Gard 
it wir hot 8 57 Tf Ke E 455 f | 
re with cis Cards, Ne thi take in one eu | 


more than he lays out. The | 
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on erido 


The Blame of nin Selon or Saar prendre. 


Mo pla Sale. . Sans- rendre; i is to a 

5 12 55 * 5 re this you play 
have a Game by which you may propole to 
win five Lick... 

If the Onbre wins his Game when he plays: 
Sans-prendre, he is to receive three Counters 
a-piece from each of the others. 

If he loſes it, he muſt pay Them _ 
Counters a-piece, for in all Things there: 
muſt be an Equality berween the I.ok and, 
the Gain. 

Obſerve, that the Sani-prepdee and. the 
Sa c, asked Fore 71 5 the 
Cards are Cut, for the next 3 
that, no Demand can be 3 of aer 
ö But i it. 18 A concerning the, 1 


K ke ennie of this i is. at th WP 
> SE Ta ers oath 
15 be che E S; gt 555 4 00 
e ns- 

ndre, he only names 8 * 3 — 2 


Nat make their Diſcards, a 
fore. If he 22 an infalli 00 ce 


or Example, ie Mal dores,, he ma 
bear 28 RS Ie, and that Þ 22 _ 


aid, 55 5 1. 


without naming ede 51e 7 fie by 


d uo 2y 6! el 910 


OM BRE, by Tuxzz. tp 
If the Eldeſt Hand ſhould ask the Queſ-- 


others intending to play Sans. prendre, an- 
fwers, No, you muſt do more; in this caſe he 
$' not allowed to diſcard, but ſtill has the 


Ait. . 

But if the Eldeſt paſſes Sam- render; he 
ho anſwered him 1s obliged. to 7 10. 

If one ſhould name his Trum without 
vt having asked Leave, he ſhall be obliged 
play W tho? he did not intend 


"Bur this Severity does not reach to che 
) oungeſt Hand, becauſe the orhar two muſt 
paſs, before it is His Turn to ſpe 

If before the Eldeſt Hand has fooks, ei- 
er of the other Two ſhould diſcard, and 
ithout asking Leave, name a Trump; if 
ae has not ſeen his Cards, the Eldeſt Hand 
ay oblige him to play Sans- prendre, or 
ceep his Preference of playing ſo himſelf; 
dr de ask Leave, as he ſhall think fit: If 
e has ſeen the Cards he takes in, he may 
either oblige him to play, or have the Cards 
lealt over again; for the Eldeſt: Hand SE 
ot 0 his Preference. erlzo nr! 1 


ion, Da ou give me Leave? and one of the 


Preference of Play ing Saus prendre, as be⸗ : 


[ 

' 

| 

| 

| 
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The Abe of Diſcurding;' 


Hen the Ombre plays Sans-prenare, it 
is very eafy for the other Iwo to 
- diſcard : He that is firſt may take eight orf 
nine; but thoſe that underſtand the Game 
take care to diſcard ſo char the Game ſhould 
not be divided. f | 

Therefore when the Ombre does not play 
Sans-prendre, he that diſcards next to him, 
ought not to go to the Bottom of the Cards, 
unleſs he has a Matadore, or elſe ſome ſtrong 
Trumps, with Kings. 

What I mean by going to the 8 15, 
that he ought to leave at leaſt five Cards tc 
= that takes laſt ; otherwiſe he will ſpoil 

b. y dividing the Trumps, which is a 
1 giving the Game to the Ombre. 

Then, it lies upon the Diſcretion of him 
who difcards next to the Ombre, to judg 
whether he has a Pro of winning 
three or four Tricks; otherwiſe, he ſhould 
leave five Cards to the laſt, as I have ſaid 

Therefore I do not think a Matador: 
without any other Trumps, or Kings, 
Pretence for taking in a great many Cards: 

When this happens, the five Cards ſhould 
be left to him who is to diſcard laſt, 

It is to. be conſidered, that the two who 


play 


F QAEBRExs by Tries: og 


againſt the Ombre ate in the Condition 
oy aint the Od and are; to om: each 
ther all they can. 
ſaid before, that dei whe waſh; to ths 
ottom of the Cards ſhalb propoſe to win 
ur Tricks ; I do not mean by this, that Re 
af's duld have- fbur, as: fare. Tricks; as if he 
ere Ombre, for that ſcarce ever ha 
All chat I mean, is, if he has a Ap- 
earance; for the Third Perſon is to affiſt 
im in making the Gan of ene d 
orcing the Trumps of the. Ombre. 
IF the Omrt does not play Sans- re, 
e ch{cards: firſt, the Perſon upon. his Right 
ext, and ſo the: third if he plays Sant 
rendre, the re AT BIEN 26. x 
nd ſo on. 
In diſcarding there is no Regard had to 
he eldeſt Hand; but "_ we l it 
goes on to the Rigbt. 
The Ombre ſhould be very attentive in ob- 
ring how the others diſcard, and remem- 
Per which of them takes in moſt Cards, for 
e may judge by that where the Strength of 
he Game againſt him lies: In this caſe, if 
2 finds he is not ſtrong enough to win five 
ricks, he muſt endeavour” to give Two 
Tricks to re | 
df the Two. 
If after they have all takenin, there ſhould 
de a Card Ii „ way ſee 
9 it, 


26  Thbp"Compran Galieerir.. Part! 
he pleaſes; in which caſt, all-the geſ 
| ve the ſame Liberty: But if he does not, 

or either of the 2 Two ſhould look at 
it, that Perſon is Beaſtedl?ꝰß9 2 ot 4 
If one of the Gameſters ſhould: take in a 
Card more than he lays out, he is not Beaſt} 
ed for this: If he has not looked at hi 
Cards; he is:to returnathe laſt Card. 
I chey are mixed with the reſt of his 
Cards one of the other Two ſhall draw a 
ard. at Hazard out of his Came, and put 
it into che Stoa mu D e 
I he ſhould take one too few, it is miict 

the ſame thing; if the Stock is ſtill upon the 
Board, he may take a Card; if they are all 
taken in, he muſt draw nnn ou 
of the Diſcard. L hot 
Sin $332} $21 Ct i 1 ; 1 * (1, 
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Il II) — — MN Wil 
The Manner of Pl. zug las ben 25 


Do or wien 2357 2d l O 56 1 
[Hen all have diſturded, the eldeſt 
at ply — — — who- 
ever wins next, as i 
is practiſed at all other Gams 
And as L obſerved that ou Geal⸗-un chi 
Game contrary: to all other: Games. you 
play ſo too the Play . — its Courſe 
from the Right. T ar 9 
If you have not a. Card of ther Suit which 
leads, you are not obliged to play n 
, | ut 


+ , 


1 7Of OMBRE; by: Twins? tn 


dur Game! nn ut ade 


mands Gang: of his Comrade, he ought to 
1 it, ift he eam... 
The meaning of — is, I Vin; or, Let 


c | oppoſed. to have the beſt Game, and 


For Example; if the Oinbrt ſhould” 
—— and one of: thoſe that defend the 
e ſnould play the Queen, and ay Gans; 


ay the K ing; but in this caſe he ought to 
— a ſmall & pade in his Hand, otherwiſe 
muſt play he King, RY the! pain of 

I 10 124 I 713% OJ 
2 — one has called Gand, his Comrade 
208: to heſitate, or make a Difficulty of 
; he may call to him three times very ear- 


me have it if you can. 
It: muſt be obſer ved, that the Formalit 
che Game is ſuch, that no Ferms 


equivalent ate forbid: But Gam muſt 
ver be demanded, but to defend the 
ake; for he that ſhould call it with a de- 
n to win Codille, would in Spain be thus 


3 'S 
—— — 
= 


When 


t. you may de it for che Conveniviies af | 
& (3.48 
When — thoſe:that defend the Stalte 


paſs; ſo that he who demands Gano, may 
e other ſnould paſs the Trick to him. 


Cano del Re, his Comrade ought not to 


ſtly, 79 Say Ie puede which 1 is, e 


niade uſe of but theſe; all Words that 


ſweredd, No ſe deve . Dios; i. bo ww is not 


— 
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When one of thoſe who defend the Stake 
raps his Hand upon the Board in delivering 
his Card, it is to he underſtood as a Sign: 
to his Comrade to play a high Trump wal 
force out the Ombre's Trung Note, Tha 
this is not held 4 voor rae Werl; _—_— alloy 
it. * ent 
Formerly, if a Man played out of h 
Turn, he as Beaſted ; but at preſent | it 
not a, unleſs it be ſa agreed. 
If you ſhould ſeparate one Card from th. 
reſt.6f your Game, ſo that the Ombre ſhoul 
fer it. he may 5 he pleaſes, oblige you nt 
It; provide _ in pl it ydu d 
—.— e enden 
:0 Asat is of — nfoquenbe\n/chid Ga 
to know the Number of Trumps, and ho 
many ate outs every one has che Libert 
of examiaitig his on Tricks, and thoſe o 
others: T his is permitted on all Sides, 
often as any ſhall think fit, Wir there 
no Trump played. 
I the Pack ſhould not be true the Gam 
goes for nothing, if it be diſcovered in pla 
ing cke Cards; but if it be not found out ti 
ater oy rg Is: Played, it lere 
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Of the Brasre. 


11 E Beaſt is made whenever he who 
undertakes the Game (that is n ay, 
e Ombre) does not win. 


ake five Tricks. 

Except five Tricks are divided betwixt 
$ twO nents ; that is, when one wins 
Iree, the other two; in chis o_ ue 
ricks are ſufficient.  - - , 
He is likewiſe beaſted, who plays with 
ore or leſs than nine Cards. 

A Man is beaſted that makes a ae 
t it is not a Renounce, when one by Sur- 
ize has thrown down a wrong Card upon 
e Table: Even when the Perſon WhO wins 
Trick, has again for a ſecond 
rick, if he has not folded up the firſt, he 
ho played wrong, may recover his Card, 
d play again; but after the Trick is fold- 


* Beaſte. 1713 111 G 

When one finds out al e bas Re- 
unced, and that it is a Prejudice curly 
Fame," he may oblige every one to take 
eir Cards backs and play over again, be- 
inning with that Trick where the ARISE 
gan. „ QJ fle a 1 J er 
eb if the Deal be finiſhed, the Cards muſt 
Ot : 


To win the Stake, the Ombre ought to 


up, it is too late, _ He mult ene 8 | 


played over again. Who- 


ö 
[ 
, 
N 
| 
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WhoeverRenoynces ſeveral times ina Deal, 
ſuffers a Beaſte for every Renounce. 

All the Beaſtes that are made in one Deal 
miſt lie together upon the Board, 155 0 
played for the net. 

It one ſhould be beafted for playing; with 
ten Cards, and the Ombre for not winning 
his number of Tricks; theſe are two Ben fte 
which, with the Stake upon the Board, mak: 
three Stakes; and they are to be laid toge. 
ther, and played off _ next Deal, vnleſ 
they are ſeparated by Agreement. 

He who makes many Beaſtes in one Deal 
may put them all to one = Stake, if he pleaſes 
and the others cannot hinder: him. 

He who in taking his Cards from the 
Stock, mould, by letting a Card drop. 
otherwiſe ſhew/ one, cis-beafted;? : dnl 

Ohſerve, that all Beaſtes which ate made, 
of what, Nature ſoever, muſt be of the 
ſame Value with that wich the Ombre is to 
take up, if he wins, whether it conſiſts o 
ene, two, Qr mort Fiſhes: Therefore thoſe 
Gameſters who play with Caution, take care 
nat to ſuffer hy Overſights ; and after they 
take in the Cards from the Stock, always 
tell them before they look at them, leſt they 
ſhould; ha ve more or leſs than Nine. 

Obſerve alſo, that the Tricks may be va 
riouſly divided, according to which, One 
either ſaves, or nnn 2400 740 
* Mel * 14 2 20 ex- There 


' Of QMBRE, by Tukzt. 2g 


There are but two ways for the Ombre to 
in, which we have ſpoke of already: Now 
e are enumerating how many ways he may 
ple, or be Beaſted. 

When the Players win three Tricks a- 
viece, | the Ombre is Beaſted; and this is 
Phat is called the Remiſe by Three. | 
When the Ombre wins four Tricks, and. 
ne of thoſe that Defend four Tricks, the 
Mmbre is likewiſe Beaſted ; and this is alſo 
alled, Remiſe, Riſpoſte, or Repueſte. | 

Therefore he wha Defends theStakes, and 
as not a Game by which he may almoſt 
epend upon winning at leaſt three Tricks, 

ould avoid winning above one; but aſſiſt 
is Comrade in getting four Tricks, in or- 
er to Beaſte the Ombre. 

When there are many Beaſtes upon the 
Board, that which was laid down firſt, is to 
e taken up firſt; afterwards, that which i is 
the higheſt Value. | 

When the Ombre makes bur four Tricks, 
nd one of the Defendants five; or when the 
mbre makes but three Tricks, one of the 


icy chers four, and the third two, the Ombre is 
ayeaſted; and he who wins more Tricks 
„ey an the Ombre, takes up the Stake: And 


his is what is called winning the Euer of 
tuck: we en treat by it ſelf. 
D Cal of 


SD A. 1 » 
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it were to hinder the Codille, he is Beaſted, 


their good Manners. 
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Of the! Codila vr Codille. 


"H E. Codille i is, *r one of thoks who 
Defend the Stake wins more Trick; 
— the Ombre; in this caſe the Ombre i; 
not only Beaſted, but he who wins Codille, 
_ up that Stake which the Ombre played 
or 
He who aſpires at Codille ſhould play with 
Honour, and, as I obſerved before, never 
demand Gano, when he is ſure of winning 
four Tricks; but as there is no Penalty in 
this caſe, all the Defence we can have a. 
gainſt ſuch People, is to Play with chem no 
more, 
If the Ombre ſhould Semin Cano, tho 


Some, as ſoon as they have diſcarded, 
and ſeen the Cards they take in; if they 
find a very bad Game, will give it up, and 
yield themſelves Beaſted, in order to pre. 
vent the Codille: But this does not 

fair; and as ãt is not any Part of the Game 
of Ombre, there is no Rule provided in this 
Caſe: However, it is never done among 
thoſe who would. value themſelves upon 


Therefore in Honour, I think there 15 
but one way of diſappointing a Codille, and 
that is by good Play. ; My 

el 
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DOM BRE, by Taxexz. 27 
When it happens that one of the Game- 
ſters by his Play may either give the Qmbre 
his Game, or give the other the Codille, he 
ſhould chuſe rather to give the Cadille, and 
let the Ombre be Beaſted: The Reaſon is, 
that when the Ombre wins, he robs the Board 
of the Stake; but in the other caſe, he lays 
one down, for that which the Codille takes 


u 


if he who aims at Codille, ſhould call Ga- 
no at his fourth Trick, when he is ſure of a 
fifth, he ought not to draw the Stake; and 
upon ſuch Occaſions, I have often ſeen when 
it has been left; but, as I faid before, there 
being no Law for it, it depends upon the 
Honour of the Gameſters. N 21 


4 a 8 


The Manner of Marking at this Game. 

Have obſerved before, that a Fi is ge- 

nerally valued at Ten Counters, or ſome- 
times Twelve, juſt as the Gameſters pleaſe ; 
but this Variety can'neyer puzzle any Per- 
ſon. There are likewiſe other Degrees of 
Counters, ſome of which are ' valued” at 
three Counters, fome ſix, Sc. which are 
contrived for the greater Eaſe of paying at 
Play; but we ſhall only ſpeak of the Fiſhes 
and Counters here, for it is but ſeldom that 


any other Sort are uſed at this Game. 
157 C'2 When 
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When you begin to play, every one is to 
ſtake a Tiſb, placing it juſt before him; 
theſe are Three Stakes, which are to be play- 
ed for at three Deals: As for Example; 
when the Ombre wins his Game, he takes 
up a F; if the Ombre wins a ſecond Game, 
he takes up another; then there remains one 
upon the Board; the Perſon who is Ombre 
the third time, though he wins his Game, 
takes up nothing, but plays to enrich the 
Board, and has only the Advantage of ob- 
liging the other two to lay down a Fiſh each, 
without lay ing down himſelf; ſo that it may 
be ſaid, he plays upon the Proſpect of a fu- 
ture Gain. EY 185 

But now we will ſuppoſe it another Way; 
as for Example, if he that is firſt Ombre 
ſhould be Beaſted, then he is to lay down a 
Fiſh, which he 1s to place a-croſs one of 
thoſe that lay upon the Board before : 
Then it is called a double Stake, and will 
appear in this Manner. | 


* 


So if there ſhould be Tree ſucceſſive 
Beaftes, there will be as many doubleStakes, 
which muſt be all croſſed as this above. 

Whenever the Ombre plays for a double 
Stake, if he loſes his Game, he is doubly 


Bea ſted. 
| When 


ov 
» 
Y 
* 


Z"_ 
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When ſeveral Beaſtes happen in one Game, 
we have given Directions already how they 
are to be diſpoſed of. N | 
You mult obſerve, that the ſingle Stakes. 
muſt beplayed off before the double ones, in 
regard they were firſt laid down. 

When all have examined their Cards, and 
no- body undertakes the Game, that is, when 
all paſs, every one muſt lay down a ſingle 
Counter, and this as often as all paſs. 

When the Paſſes increaſe, and every one 
has a Number of Counters before him, ſe 
many of them muſt be put together as will 
make a Stake, either Ten, or Twelve, ac- 
cording to the Value of a F/; and this is 
to be done as often-as the Paſſes increaſe to 
a Number ſufficient for a. Stake. 


Of the Vo. * 


"Hen one Perſon gains all the Nine 
Tricks, it is called winning the Vole. 
The Advantage of winning the Vole, is, 

that he who is ſo happy as to gain it, ſweeps 

the Board, let there be ever ſo many Stakes 

"ornate cho © head Re 

ut ſuppoſe there 1s but one e 
the 13 double or ſingle; in this 

Caſe, he who wins the Vole, gains double 

what lies upon the Table. | 

C 2 As 


— 
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As for Example; if there be a Stake of 
two Fiſhes, and two Counters before each 
Player, which were laid down for the Paſſes, 
each of the other two ſhall pay him who 
wins the Vole, one Fiſh and three Counters, 
which makes the Stake upon the Board 
double: But, as I ſaid before, if there be 
more Stakes than one upon the Board, he 
who wins the Vole muſt be content with 
them, without receiving any thing from the 
other two Gameſters. gk 
If many Beaſtes were made in one Deal, 
which by Conſent, or by him who made 
the laſt Beaſte, are put together, this is but 
one Stake, and he who wins the Yole, ſhall 
have it made up double to him by the other 
two, as was hinted before. - 

It is very difficult to win the Pole, and 
therefore it ſhould never be undertaken but 
upon a very good Title; for he who once 
engages in it is obliged to go forward. 

When the Ombre has won his five Tricks, 
and plays down one Card more, without 
faying any thing, he engages for the Vole; 
in this Caſe his two Adverſaries have their 
Liberty of ſhewing each other their Game, 

and conſulting how to defend it. 
I he who undertakes the Vole ſhould miſ- 
carry, the other Two ſhall divide between 
them what lies upon the Board, but he ſhall 
pay them nothing; on the contrary, if he 
plays 


IO, OMBRE,. by Tuxzz 3» 
lays Sans-prendre, or has Matadores in his. 
ind, he is to be paid for them, though he 
loes not take up any thing. 
the a 


10 What I have ſaid concerning 
s, Hage of winning the Vole, is not always fixed, 
rd or ſometimes it is a great deal more; but 


hat depends upon the Humour of the Game- 
ers, and according as they agree to it * 


ore N begin to play. 


Of the Continuance of the Game. 


S this Game requires a great deal of 
Application, it is neceſſary to ſet 
ome Limits to the Continuance of the Play; 
herefore the Gameſters generally agree be- 
orehand how many Tours or Stakes they 
ill play for, as ten, twenty, thirty, forty, 
ore or "leſs: After which, if any of them 
de diſpoſed to leave off, he may throw up 
he Cards without Offence. | 
Every Stake you play, you ſet aſide a 
punter to mark the Tours, gu ſo on, till 
hey amount to the Number you agreed to- 
play; but you muſt obſerve that a Codille is 
ot to be marked as one. 
After you have played your Number of 
Taurs, you may go on to the firſt Beaſte, 
and this is often practiſed; but if any of 
the Gameſters ſhould refuſe this, you — 
no Reaſon to complain of him. T4 4 1 
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If one of the Gamefters, thro? Peeviſhneſs, 
or for any other Cauſe, ſhould throw up the 
Cards, before the Tours agreed upon are 
33 out, he is obliged to pay, not only 

is own Loſings, but likewiſe what either 
of the others loſe, and the Cards. 

Theſe Rules are always practiſed among 
Perſons of Honour; but when a Man finds 
himſelf engaged with two Sharpers, it will 
be no Wonder if he meets with other Uſage. 


— 


The different Games hat may be Played. 


Othing puzzles Beginners ſo much, as 

to know when they may venture to 
play, and when they ſhould pag. To remove 
this Doubt as much as we can, I have mark- 
ed down here all the ſmall Games which a 
Man may venture to play. 

The general Rule is, that to undertake 
the Game, a Man ſhould have three ſure 
Tricks; for the moſt that can be expected 
from taking in three or four Cards, is to 

win two Tricks more; and, as I have be- 
fore obſerved, for the generality you muſt 
have five Tricks to win. 

But when a Man is perfect Maſter of the 
Game, and can by his Addreſs manage it ſo 
as to divide the Tricks between his Adver- 


aries," he may venture to play a bold Game, 
Here 
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„ Here follows a Detail of the ſmalleſt 
e Games that can be played: We will begin 
e with the black Colours, Clubs and Spades; 
y WH but I ſhould firſt obſerve to you, that with 
r Wl the Three Matadores you are always to 1 

in any Colour, therefore it is needle 


1 
Manille, the Duce. 
Baſto, Ace of Clubs. 
King. 

A ſmall Cramp. 


8 

0 

e III. 
a 


Spadille, Ace of Spades 
Manille, the Duce. 
King. 

e WA ſmall Trump. 
e 

d Ta 

» Wl Spadille, Ace of Spades 
i, Ace of Clubs. 
t Deen, 


Leven. 


— at 


I 


mark. them down as a Game. 


Games which may be played 1 in BLAck. 


2 5 
Spadille, Ace of Spades 
Baſto, Ace of Clubs. 
King. 


A ſmall Trump :- 


IV. 
Spadille, Ace of Spades 


| Manille, the Duce. 
ks Sn 
12. Trumps. 


Wit Sd 
 Manille, the Duce;. 

Baſto, Ace of Clubs. 
Aen. 
I Trump. 


5 
TP 


2 Trang. 


s VII. Sa. 
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VII. | VIII. 
Spadille, Ace of Spades Manille, the Duce. 
ng. King. 
Dycen. | en. 
NMuave. Nuave. 
Seven. Seven. 

3 3 
Baſto, Ace of Clubs.] Manille, the Duce. 
King | | | Baſto, Ace of Clubs. 
Js... Seven. 

Knave. - | Six. 
Seven, IAve. 
1 Four. 

„ Wo XII. 
. Spadille, Ace of Spades 
See. King. W 

ave. | Five. 
Seven. | | Four. 
Six. Three. 


There are many other Games upon the 
Cards, but it is impoſſible to enumerate all: 
However, by theſe you may judge what 
Games you may venture to go upon. 
Take Notice, that all the Cards I name 
muſt be of the ſame Colour, except the 
Black Aces. me? 
Obſerve, 


1. 

Spadille, Ace of Spades 
Manille, the Seven. 
#7 - 3079 a. 
in __ 


8. 


TIS 
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Obſerve, that a King is never to be put 


out, tho? of a different Colour, and it is 
eld to be better that a ſmall apes ag 


35; 


Gaus which may be played i in Rev... 


II. 
aſto, Ace of Clubs. : 


Manille, the Seven. 


* 1 Trump. IALueen. 
e eee 
Spadille, Ace of Spades Spadille the of Spades 
Manille, the Seven. | Baſto, Ace of r 
NMia ve. , |King, 
„„ 
he AN. LL 07 id ate 
H: oy N. 1 t VIII. ; 
at W3a/to, Ace of Clubs. Manille, the Seven. 
Puno » yore Trumps Punto, Ace of Trumps 
K E. 
| Pacen, 
I Aae. | 
C 6 IX. Manille, 


Punto, Aceof Trumps. 
1 Trump. 


IV, 


Spadille, Ace of Spades | Spadille, Ace of Spades 
Baſto, Ace of Clubs. | Manille, the Seven. 
7 N Trumps| King. 


* 
„ 
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MED IX. 103 ey X. * | 
Manille, the Seven, ; Manille, the Seven. 
Ba ſto, Ace of n 9 <6 Ace of r 


Queen. | Duce. 
1 Trump. Three. 
XI. . Rina XII. 


Spadille, Aceof Spades Note, That 42 Di. 
Baſto, Ace of Clubs.] rections we have 


King. given for playing 
1 Trump. in Blact, are the 
A King. h fame in Red; but 

| with this Diffe- 


rence, viz.. As chere are more Trumps 
in Red than in Black, your Game ſhould 
be ſomething better when you play? in Red, 
becauſe there are more againſt you, 


Obſerve, that the Games we have mark- 
ed here, are the fmalleſt that can be played 
upon the Cards, T . are an infinite Num- 
ber of good Games, which we think need- 
leſs to reckon up, becauſe we luppoſe no- 
body will heſitate at a Hand. 

Youſhouldobſerve likewiſe; that you muſt 
have a better Game when you are 2 play 
ſecond, than if you were to lead, 1 
lit; for when, you are thus . 


r | 1 


Two "ONE" 8 h 
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you will find it very hard to diſengage your- 
ſelf, unlefs; you have a good Game. This 
Diſadvantage you, will ſoon find out by a 
little Play. l 

Thus we have drawn you up a Set of 
Games that may be played with diſcarding, 
now we ſhall ſhew another Set, which way 
be played e 


Games in Bi Lex, which may be re. 


"7 3 


» ff % 


AA. 2 12 Yo, 5 
Spadille, Ace of Spade Spadille, Ace of Spa 4 
Manille, the Duce. - | Manille, the Duce.. 
Baſto, Ace of Clubs. 50 
King. 1%. LE Knave. * 
1 Trump. ITwo Kings. 
A Renounce. IA Renounce. 

III. 1 BY IV, A 
Spadille, Ace of Spades Spadille, Ace of Spades. 
Manille, the Duce. ' Manille, the Dace: 


Baſto, Ace of Clubs. Baſto, Ace of 1 | 
King. | Three Foun 


A9 50 dogg 1 0 5 G dus 
00 va? »X} is Win gi 
Ba A Ace of Clubs. [346 uce. 
Manille, uce. N U g Clubs. 
Nucen. , T x (Ss A 
Knave,  ** D Three Trumps. 


VII, Baſta, 


— TYY 


4\ 4 4+ 1. 
** 
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1 4 VII. D q iN * 0 


King. — Feat 1 | 
Queen. ; . nabe. 18e 4 


Knave- (1!) 72 Seven. Fi — 

Six. Ave. | 

A King. 1 A 2 9 1 
ane . 

22 „Ace of Spades Nanu, the Duce, 


A Renounye. 


Games in fy © 8 may be played, 


II. 
r= we NOS: Spadille, Agr of Fate 
Manille, the Dyce. | Manille the Duce. 
Bayes Ace of Clubs, Bate Accof of Clubs. 
rumpßs. . King. 2413. 


. * JO 


3K «It. 4 4 44% fc 1 1 — 5 


. AV NI, Spade, 


wy 
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III. 
padille, Ace of Spades 
anille, the Seven. 
P,nto, Ace of Trumps 
Queen. 6 
1 Trump. 


\ King, 


V. 

Baſto, Ace of Clubs. 
Punto, Ace of Trumps 
Trumps. 

A King, 

\ Queen guarded. 


39 
IV. 
|Manille, the Seven. 
Baſto, Ace of Clubs,. 


Queen. 
Nua ve. 
2 Trumps. 


A King. 


VI. 

Punto, Ace of Dia- 
monds. 

King. 

Queen. 

Dave. 

Duce. 


* 


vn. 
, Jaſto, Ace of Clubs. 


Trumps, | 


* King. 


Janille, the Seven. fs 


A Good Player will venture to 
on a weaker Game when he is to le 


Spadille, Ace of Spades | 
Punto, Ace of Dia- 
mona... OY 

A Renounce. bs 6479 =] Mn 


1 ' 


001 


A King. dic 


ace tar 
ms 
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play laſt, than when he is ſecond, as I ob- 
ſerved before of Diſcarding. 

Now I have laid down every Rule of On- 
bre; but notwithſtanding all my Directions, 
let a Perſon play with ever ſo much Judg- 
ment and Caution, he will often find him- 
ſelf diſappointed in his Game ; for Fartune 
will have a Hand in Small Things, as well 
as Great, ſo that it is not to be expect. 
ed that the beſt Gameſters ſhall always win; 
you may loſe upon a very good Game, 
when all the Trumps that are againſt you 
fall into one Hand; on the contrary, When 
on happen to be divided, you may win a 

very ſmall Game. 1 once ſaw a very good 
Player loſe a Game with four Mata- 
dores and three Kings: [You will imagine the 
Cards mult be yery, Arangely diſpoſed ; for 
it happened that the Eight Trumps which 
were againſt him (I ſay Eight, for he played 
in Red) were Mb in one Hand; ſo that his 
Kings being all | trumped, he won but four 

ricks. 

As there are frequent Ditp utes ariſe at 
Ombre, and Peqple oy ſeldom Latisfied with 
the Judgment Wa e Standers-by, I have 
ſubjoined a Fable of all the Rules and Arti- 
cles of the ( Fung — will decide Diſ- 
„ che, diferens 8 

a noy 0 rent Sorts 
of e 


_ 4 
. 1 8 2 Ab | ** Of 
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Of La Eſpadilla por F uerca, that is, F orce 
Spadille, or Eſpadille Force. 


His Manner of playing at Ombre may 
be diverting enough where People do 
ot play for any thing, becaufe Beaſtes hap- 
den almoſt continually, and the Codille is of- 
en Won when it is leaſt expected; but where 
People play for Money, it is quite different : 
or Ombre, which is a Game of Art and 
udgment, when it is thus played, degene- 
ates into a Game of Chance; and: Conduct 
an be of no Uſe to a good Player, who 
inds Spadilie in his Hand very ill attended. 
It is played like the Game at Ombre we 
ave deſcribed; every one ſpeaks in his 
urn, and if all pa, then he who has Spa- 
ille in his Hand is obliged to play, let his 
ame be ever ſo bad; therefore when the 
thers have paſſed, he has nothing to do 
ut to name his Trump, and to Diſcard. 
But he who has Spadille may paſs, to ſee if 
ther of the other Two will put him out 
F his Pain, and Play; if they do not, he 
buſt Play, as is faid before. 
When all paß, and no-body owns Spadille, 
e Cards that are left muſt be examined; 
d if it be not in the Stock, it muſt be in 
me Hand: In this Caſe, he who has it, 
nd did not own it, incurs a Beaſte, and the 
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Deal 1s not to be Played, becauſe the Cards 
were ſeen. | 

This is all that can be ſa ĩd of this Sort of 


Ombre, which is ſeldom played for Money, 
becauſe indeed it 2 2 the Game, 


_ — — — — — y 
* . * 17 " 


of TORR or GASCARILLE. 


* is a new Way of playing at Ombre, 
and is ſeldom practiſed but where 
People play for Trifles. The Method of 
it is thus: When all have paſſed, one Per. 
fon declares to play Gaſcar#le; then that 
Perſon lays out eight Cards, and after hav- 
ing taken in, and examined his Game, he 
names the Trump of that Suit in which he 
is the ſtrongeſt. 

Sometimes he who plays Gaſcarille lays 
out all nine; and obſerver that he 1s obl 
ged to lay out at leaſt eight. 

If he wins his Game he is to receive 
three a- piece for Gaſearille ; if he loſes it, 
he pays them three a- piece. 

He pays, or receives, for Matadores, as 


at the other Games of 08 
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Of the Wn IM. 


His is another odd Way of playing at 
| Ombre, and ſeems to be invented for 
ariety ſake; it is thus: 

When all have paſſed, one declares to 
ay the I him; that Perſon is to turn 

e Top-Card of the Stock, and whatever 
it that happens to be of, is his Trump, 
d he is obhged to abide by it. 

Then he Diſcards, and takes in what Num- 
r he pleaſes, and the Card turned up muſt 
one of them. 

The Perſon who play s thus, if he wins his 
ume, receives notling for playihg the 
him, nor pays any thing if he loſes it. 
He pays, or receives for Matadores, as 
the other Games of Ombre. | 


* 1 ll _— th. OY 


o 


— —— 


Of Quadrille, Quintille and Spe: 
V Ombre between Two. 


HE French, ever fond of Novelty, and 
equally fickle in their Dreſs and Di- 
rſions, have inoculated ſeveral Cyons up- 
the Spaniſb Root of this Game of Omtsre, 
QUaDRILLE; or Ombre by Four, varies 
dm Ombre by TukEE, in having all the 
ty Cards dealt out; to each Perſon ten 
ar piece, 


ive 
it, 


0 


— ͤ— an wo ,. 


4 
! 
* 
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a- piece, thus: Twice Three, and Once Four; 
or Once Four, and Twice Three, as the 
Dealer pleaſes; but the Cards muſt not be 
dealt out One and One, or Two and Two, a 
ſome raw Players irregularly practice. 

If any Card whatever be turned, the Deal 
is loſt, becauſe no Diſcarding is allowed in 
this Game, . 

There is no Forfeit upon loſing the Deal, 
the Dealer being only obliged to deal the 
Cards over again. Quadrille, in moſt Re- 


ſpects, follows the Laws and Rules of the 


other Kinds of Ombre, excepting one Varia. 
tion, called, Au Roy rendu, (the King giva 
up,) which is, that the Perſon who has the 

ing that was called, is at Liberty to ſurren- 


der his, Majeſty to the Ombre, who in retun 


muſt give him another Card out of hi 

Game. SIC f 
There are ſome Perſons who will play at 
this Brinch of Ombre, by dealing out Ti 
Cards a- piece, between Three, and this, ir 
downright - [ri/þ - Phraſeology, they cal 
Three - handed - Quadrille ; which in plain 
Engliſh is Four-handed-Ombre played by Thre 
Perſons. But this filly Manner rather de- 
ſerves our Ridicule, than any other Notice 
It is a Game of very little Entertamment, 
and cannot be at all agreeable to thoſe who 
underſtand three-handed Ombre: It is how 
ever proper enough to give an * the 
| ame 


ame of Quadrille, to thoſe who are deſi- 
ous of learning it. 

This Game 1s diſadvantiteens to the Om 
re, who has always two Adverſaries to con- 
end with. It is ſeldom or never played, 
hut when a Fourth to make a Match at the 
zenuine Quadrille is wanting, the Laws and 
Rules of which it obſerves in all Points, 
r in the following Furt which 

culiar to This. 

1 To play this Game, no more chan mir. 
y Cards are uſed: One of the whole Red 
uits muſt therefore be laid aſide, it mat- 
ers not which of them; and the Ombre, 
hether he plays Sans prendre, or calls a 
ing, muſt, to win, make 6 Tricks; if he 
akes but 5, it is Remiſe; and he loſes Co- 
le, if he makes but 4, or leſs. | 
II. The Game is marked and payed as at 
euadrille, but the Beaſte is of 14 Counters, 
o' there are but 13 down. 
4 He who plays by Calling a King, 

firſt named the Trump, Calls, or 
— „rather Demands, whatever King he 
dges moſt convenient for his Game; and 
e of his two Adverſaries who has it, is ob- 
ged to deliver it to him, and to take in 
eu thereof whatever Card the Receiver 
hinks fit to give him, and which the third 
layer is free to look upon; with this Af- 
tance the Ombre muſt make fix Tricks, 
or 
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or loſe. The Law is the fame in - 1 
him who is forced to play with Spadille, tiy 
others having paſſed. 
IV. It is not permitted to name fe 
Trumps the Suit that is laid out; fori 
that was ſuffered, with Spadille alone, an 
Kings, Queens, &c. any one might mak 
the 2 without the Defendants being all 
to oppoſe it. 
In every other Reſpect this Game fa 
lows the Laws of Quadrille, to which R 
courſe muſt be had I all Accidents thu 
may intervene. 
We next come to QuinTiLLE, or Ombn 
by Hive, from whence Quadrille has its Or 
ginal. It is very entertaining when we 
| played. I ſhall give an Account of th 
anner how this Game was played at firl 
and then proceed to the preſent New M: 
thod, as it is brought nearer to Quadrill 
which is alſo rendred much more agreeabl 
and amuſing than formerly. 
In playing the Old QuinTiILLE, no F 
are given out: Each Player only takes 2 
or 30 Counters, which are valued at 5, 10 
15, 20, or go Pence a- piece; in a Wor 
what they pleaſe themſelves, according t 
the Agreement they make when they 0 
gin the Party. 
They draw the Places, and when the 
have ſeen who is to. deal, every * la 
OV | 


_ © MA#4<>., 
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down 4 Counter before him, and has 8 
Cards dealt him, and no more, which is the 
uſual Way of dealing at tis Game, there he- 
ing no Cards left, and e 7; rr no 
D;card to be made. 
The Manner of dend 
o play, is the ſame as at 
re played by Four; and to win, Five Tricks 
muſt be made. 

He who plays Sans-prondre maſt name 
he Trump, and, to win, muſt make five 
Tricks: If he wins, he has two Counters 
paid him for the $ans-prendre, by 
he Defendants, and as much for each of the 
hree Matadores, if he had them; but 
t Cards have been Sequents 


and n 
drille, or Om- 


hould all his eight 
df Maladorrs, he muſt expect 
If ſeveral Beaſtes are at once upon 
Board, and he Who 
nakes the Vole, he has mo more than what 
8 down, and two N ge from mad of = 


If there are only Gngle Stakes upon! the 
ays Sans prendre and wins, 
the fave; Counters that are down, beſides 
is Due for the Sans-prendre, dræws only 
vo of the Counters, and 105 aer 
here remain three. 

Whoever : of the Play | except 
oungeft Hand of all; — —— 
sked, Does any body play? and ĩsanſwered. 


plays Sans- 


Board; he who pl 


| 
| 
| 
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No, he muſt name the Trump, after which, 
he may call to his Aſſiſtance any King, Ex- 
cept that of Trumps. 

He who has the King which has been 
called, aſſiſts the Ombre; and if between 
them they make five Tricks, they have joint. 
ly won, and the principal Player, that is, 
the Ombre, takes up two of the three Coun 
ters, and the Friend one. When the Counter; 
happen to be even, they equally divide them, 

It is Remiſe when the Ombre and the auxi- 
liary King make but four Tricks between 
them: In ſuch caſe the firſt puts down two 
Counters, and the other one. 

They loſe Codille, if they make but three, 
and in this Caſe the other din Players have 
Right to take up each of them one Counter. 

The Laws of this five-handed Ombre ap 
point, that the four eldeſt Hands having 

paſſed, the fifth, let him have ever ſo bad 
—_ is obliged to play, calling however i 

to his Aſſiſtance. 

. If Codille is won, and there are four; of 

Gve Counters down, : each of the Three * 
defended the Game are to take up one: By 
conſequence there are either one or two re: 
maining upon the Board. If there is but 
one, it belongs to him who has the highel 
Trump; if two, the other is for him, of the 
two remaining Defendants, who _ gat 
„ en 2 e K (ur . 1 
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i MS | 
h, If Cogille is loſt the firſt Time, the three 
7 


Defendants, who win it, take up, each of 
them, a ee remaining {200. 
are to be played for in the following Deal. 
If the Ombre, having called a King, hap- 
pens to win the Yole, he receives two Coun- 
ters. from each of the Defendants; and if 
the Number chances to be. odd, the auxi- 


ary-King RE nt ods 16-43 
t may ſometimes happen that there are 
more to be divided by Reaſon of the Beeſes 
hat have been made; in ſuch Caſe, the 
Ombre and the auxiliary King equally di- 
ide the Spoil; and if the Number is odd, 
except in Caſe of the Vole) the odd one 
belongs to the Ombre. -, 

In this five- handed Ombre, he, who un- 
lertakes to play the Yole and miſcarries in 
is Enterprize, incurs no Penalty, having 


FF othing to pay to the other Players. 
He, who is Zeefted, lays down as many 


ounters as he. ſhould have taken up, had 
CLINE Gone Tj... 
The Matadores are to be paid for, only 


By Arn; org found in one Hand, and the 

ref oiliary-King has no Share in that Pay- 
pull dent when they were in the Ombre's Hand; 
belle hom they are to be paid. 


If, on the contrary, they are in the auxi- 
ary-King's Hand, they are to be payed to 
im; but if the Ombre and the Friend are 

D beeſfied 


— 
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beefted; he of the two, who had the Mata. 
dores in his Hand, is to pay them to the reſt, 
except to his fellow Loſer. This Law i; 
to be underſtood in the ſame Senſe when 
they win jointly. T7 SOIL © 
The pleaſanteſt and moſt diverting Part 
of this Game, is, Concealing the Ning the 
Ombre has: called; inaſmuch as the Ombr: 
is all the while in Pain, and at a Loſs to 
| know what he has to do, and very often 
gives the Advantage to his Adverſarics, 
imagining he does it to his Friend. 
For wrong Dealing there is no Penalty; 
the Cards muſt only be ſhuffled and dealt 


Thbeſe are the Rules of the Oli Quintill. 
We next come to the New Suintilli, 
which is now brought as near as poſſible 
to the Laws of Quadrille. The firſt Thing 
we are to take Notice of, in laying down 
the Rules of the New Quintille is, that it 
follows the Laws of Qꝝadxille in every Point, 
exceptwhere there is a Neceſlity of deyiating 
from them. So that it ſhall ſuffice, with 
the Laws, which are peculiar to it, to 
mention ſome Rules abſtracted from Qua- 
drille, by Reaſon that they are wholly con- 
8 the old Manner of playing this 

me. | 4 | 


The 
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„ The States, Marking, and Paying the 
„eme, are the ſame as at ;Qyadrille. g 
K When you have agreed upon the Value 
en of each Fiſh, the Places drawn, and when 
it is known who muſt deal, the Dealer 
is to ſtake down one Fiſh, and each ot the 
he others one Counter for the ' Game, after 
which the Dealer, having cauſed the Cards 
to be cut by his left-hand Man, is to give 
$ Cards a- piece, 4 at a Time, nor muſt he 
deal any other Way. | | 

The Cards, being dealt, every ore is to 
ſpeak. in his Turn, beginning at the ele 
and. If any one has a Hand to be played 
vith the Aſſiſtance of a Ang, he is to act 
he Qvueſt ion, ſay ing, Does any Body play ? 
If he is ani wered in the Negative, he is to 


onjunction with him, to win, muſt make 
Tricks; and they loſe it by Remiſe 
f they make but four, and by Codille, if 
hey make lels. * q 
If they win, they are paid the Rewards, 
ind the Matadores, in Caſe they had them; 
nd if they loſe, they equally. pay the Re- 
wards, and Matadores, if they had them, 
| . they are beeſied by Codille or Re- 
niſe. A -1 
Obſerve that there is no mention made 
f paying the Came, as at Duadrille z be- 
auſe we ſaid at firſt, that every one muſt 
D 2 ſtake 


ame the Trump and call a King, who in 


Counter falls to the Ombre's Share. 
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Rake down, and by Conſequence thoſe who 
win muſt draw the States, whether the 
Ombre alone, or with the Help of a King; 
or the Defendants if they won Codille. 
The Bree, and whatever elſe is to be 
paid, is done one half by the Ombre, 
and the other by the Xing his Ally; if in 
the Payment there happens to be an odd 
Counter, the Ombre is to pay it; as in the 
Winnings they divide equally, and the odd 


This Game is not ſo rigorous towards 
the Ombre as Quadrille, fince he can never 
be beefied alone when he calls a King, even 
if he makes but one Trick, bur the auxiliary 
King is always to contribute one half. 
If all the five Players have paſſed, and he, 
who has Spadille, is obliged to play, calling 
a King, he follows all the Laws of thoſe, 
who play voluntarily. 1 + 
In Regard to playing Sans-prenare, the 
Laws of Quadrille are to be obſerved in all 
Points; the other four Players being united 
againſt him, who plays Sams- prendre; who, 
to win, mult alone make 5 Tricks; being 
beefied by Remiſe, if he makes but 4, and 
by Cogille it leſs than 4. 
When he, who plays 3 or 
calls a King he has in his own Hand, loſes 
Codille, the four Players his Adverſaries 


divide amongſt them what was played for a 
* | an 
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and if there are any odd Counters, as it often 
happens, He of the four, who had the 
higheſt Trump takes up one, the ſecond 
is tor Him of the three others, who had 


the next beſt Trump; and if there are 3 
odd Counters, the third is for Him of the 
remaining two, who had the beſt Trump; 
but in Caſe they had neither of them any 
Trump at all, it is let alone till the next Deal. 
The firſt Beeſte is always of 15 Counters, 
the ſecond of 47, except the Game, in which 
the firſt Beeſte was made, was won by Codille; 
in which Caſe the ſecond is but of 30. Incither 
Caſe you muſt add the Number of 15 for 
each Beeſte, according as they are made. 
The Matadores arc payed all one as they 
are at Quadrille; it is indifferent whether 
they are all in the Ombre's Hand, or whey 
ther divided between him and the King his 
Ally, they part what is paid for the Mata- 
dores, as well as the reſt of the Winnings. 
The Yole is likewiſe paid, according 
as has been at firſt agreed upon, to thoſe, 
who win it; and thoſe, who jointly make 
it, are jointly to divide the Gain. | 
There is no Riſque in undertaking the 
Vole, there being no Penalty for thoſe, 
who. undertake and miſs it; nor is there 
any for thoſe, who, undertaking. to play, 
make the Devole; that is, are ſlammed by 
not winning one Trick, as it ſometimes _ 
b D 3 bhbap- 
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happens; they are only obliged equally to 
pay the Pole to their Adver Yes, Nil "ob. 
ferving that the odd Counter, as it belongs 
to the Ombre, it he wins, muſt be paid by 
him when he loſes. | 
He who calls a King, and makes not 
one Trick muſt be Beeſley alone, provided 
that the auxiliary King makes any; but if 
he likewiſe makes none, the Beeffe muſt 
be equally paid between them. 
The Vole draws no more than what was 
Played for ; the Cards arc cleared by a cer- 
. rain Number of Counters, as has been at 
firſt agreed upon, to be paid by each 
Player. air | 
to the Renounce, and all the reſt, ex- 
cept in the foregoing Particulars, the Rules 
and Laws of Qradrillè are obſerved. 
It is the beſt Way for the Ombre to trump 
about as ſoon as he can, and likewiſe for 
the Friend, when the King that was called 
has appeared, or even before, if he can, the 
better to accommodate the Ombre's Game, 
that his Kings may paſs, which otherwiſe 
run the Hazard of 2 g trumped. 
Theſe Rules, make New uintille much 
more entertaining than the Old Way of play- 
ing it, which is now quite out of Uſe, except 
in ſome petit French Provinces, where 
they likewiſe play Quadrille, almoſt after 
the fame Manner, 
| New 
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New Deciſions upon the Difficult- Points 
and Incidents which may happen at 
 QUADRILLE. | y 
HESE new Deciſions. contain only 
Part of the Laws of Quadrille, and are 
neither unpleaſant, or unneceſſary, becauſe 


ſhew they the Reaſon of their Inſtitution. 


I. Of the Deal.] If in Dealing, any Card 
happens to be faced, the Deal is loſt. . The 
Reaſon is, that it is neither juſt nor equi- 
table that any of the Players ſhould, lye un- 
der the Diſadvantage of having one of his 


Cards known, which may prove prejudi- 


cial, whether he plays Sans- prendre, with 
an auxiliary-King, or defends the Stake. 
Beſides, the Law would not be equal, if 
a faced Card belonging to one Player 
ſhould be received, and the Deal paſs for 
good, when, at the ſame. Time, if a - 
cond ſhould come to another of the Players, 
and a third to another, the Deal would be 
reputed falſe, and would paſs for nothing; 
and yet this ſecond or third faced Card dealt 
to different Players could produce no other 
Effects to their Game, than the firſt faced 
Card would do to his, to whom it had been 
dealt. So, by Conſequence, if for two or 
three faced Cards occurring in a Deal, tho” 
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indifferent Hands, the Deal is counted fou, 
it is very reaſonable that it ſhould be like- 
wiſe counted ſo, when there is one faced 

Card. 1 | 
It is not permitted to deal the Cards after 
any other Manner than by 4 and 3 at a Time, 
tho' ſome Players erroneouſly pretend that 
every Player is at Liberty to deal as he 
pleaſes; for ſince this Game follows, 28 
near as poſſible, the Laws of OMBRE, at 
which Game the Cards are not to be dealt 
any otherwiſe than 3 at a Time, it is not 
Juſt ro deviate from that Law, which has 
nothing in it but what is very reaſonable, 
and which is directly contrary to the Abuſcy 
which might be introduced, had every one 
the Liberty of Dealing according to his 
Fancy, by ſome ſharping Players, thro' the 
Knowledge they might have of the Cards 
by marking tbemn 
II. The Method of Calling.)- As the Opi- 
nion of ſome” Players, who are for having 
Him, who has the four Kings in his Hand, 
paſ5, except he will play Sans-prendre, is 
repugriant and contrary to the Liberty of 
Qaudrille; and it is but reaſonable that it 
ſhould be free for him to play, either cal 
ling a Queen, or one of his own Kings; it 
being generally received, that he who is 
unwilling to run the Hazard of Sans- prendre, 
may 


ww 
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„ may call one of his own Kings, or any 
e 2 ueen, except That of Trumps. N 
4Obſerve that, to call a Queen, you muſt 
have the four Kings; ſo that if you want 
et the King of Trumps,. notwithſtanding: you 
e, have the other three, you are obliged ei- 
at ¶ ther to call one of thoſe Kings, or to paſs.. 


as III. The Manner of playing the Cards.] 
at As Penalties upon the Faults committed in 
„ta Games, are impoſed with no other 
ot View than to prevent the Abuſes, which: 
as WI might be introduced by Sharping it has been 
ce, thought neceſſary to uſe Severity in Re- 
es Wl oard to the following Particulars ;- becauſe 
ne Nit would be no difficult Matter to abuſe: 
1 chem, if they were otherwiſe judged, or 
e decided. 
ls He who draws from his Game à Card, 
and prefents it openly as if he was going: 
to play it, is obliged ſo to do, if his retain- 
ing it can do the Game any Prejudice, or 
give any Knowledge or Intimation to the 
Friend, eſpecially if it is a Matadore. 
This Caſe equally regards the Defendants 
as well as the Ombre and the Friend. 
He who plays Sant-prendre, or has called 
his ewn King, is not ſubject to this Law, 
by Reaſon that by diſcovering. his Card he 
an reap no Advantage. | 
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He, who, not being elde Hand, and 
has the Aing, which the Ombre called, 
= | (hall trump about with Spadille, Manille, 
or Baſto, or ſhall even lead out the King, 

which was called, to give Intelligence that 

he is the Friend, having other Kings in 

this Hand that he fears the Ombre ſhould 
trump, cannot pretend to lay the leaſt 
i Claim to the Yole ; nay, and in Caſe any 
indirect Meaning appears in his having ſo 
done, he ought to be Beeſted. 


IV. Of Miſtakes and Accidents.) The 
1 Liberty allowed in ©xadrille, of looking 
'$ over the Tricks each Player has before him, 
to ſee what has been played, may caule a Faul 
j in two of the Players at once, the one in 
committing, and the other in occaſtoning it; 
which has occaſioned that Point to hay 
been decided after the following Manner : 
He, who, inſtead of turning up the 
Tricks of any one of the Players, ſhall} 
turn up his Game, which may be laid down 
before him, and ſhall look upon ir, or cauſe 
it to be ſeen by the other Players, ſhall be 
Beeſted, together with him, whoſe Gan 
he has diſcovered, each paying half the 
Beefie; the one paying for his Miſtake and 
httle Attention, and the other for his Neg: 
ligence in leaving his Cards upon the Board, 
when he ought to have kept them = - 
Jan 


S —— — — 3 


* CITY a 
X 


- New Dxc1810Ns en "QUADRILLE, 79 
Hand till the Deal was played out. The 
Eſtabliſhment. of this Law is by fo much 
the more equitable, becauſe it prevents ſe- 
veral Abuſes. Firſt, the Snares and Baits, 


which might be laid for Thoſe, who want 


to count the Cards, by placing the Game 
near the Tricks on Purpoſe to entrap them. 
Secondly, the knaviſh Deſigns of ſuch, who, 
making as if they were going to ſee what 
had been played, ſhould turn up the Cards 
of the other Players, which by Chance or 
Neglect they might have laid down before 


them. 


V. Of Renounces.] He, who renouncer, 
is not to be Beefted, even if the Trick is 
taken off the Board, in Caſe he recollects 
and perceives it before the Trick is turned 
down by the Perſon, who won it; but if: 
it is turned down, he muſt be Beeſted. 

He is likewiſe Beeſted, if the Trick be 
covered with another Card by the Perſon 
who won it; except be immediately re- 
colle&ts himſelf before the next Card is 
played; in which Caſe he may recover his 
Card, and muſt not be Beeſted. 

He does not renounce, who, having for- 
got the. Trump, has been told by any 
Body that the Trump is in ſuch a Suit, 
and who, having none of the Card which. 
is Led, ſhall trump it with one of that 


—— 
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Suit he has been told was Trumps; but 
he cannot take up his Card again, and the 
Trick muſt belong to him, who won it; 
it being unjuſt to puniſn Honeſty after the 
ſame Manner as one would Knavery, or 
what might look like ſuch. e 
He, who, without asking what is Trumps, 
fhall trump with a Card, which is not ſo, 
and ſhall have turned down the Trick, muſt 
be Beeſteu, if it appears, or may be ſuſpeCted, 
that he did it with a- fraudulent Deſign. 
He,. who renounces ſeveral. Times in one 
Deal, if it is not perceived till after the 
Tricks are turned down upon the Board, 
is to be Berſted but once; but if after he hy 
been made ſenſible of the firſt, he is ſtil 
ſhewed a ſecond, and then à third, he 
muſt be Beeſed for every Renounce he made, 
and he muſt take up all his Cards and play 
them over again, as they ought to be played; 
and the other Players muſt obſerve to play 
their Cards as they played them before. 


VI. Of the Faults of diſcovering one! 
Came. ] The Fault of diſcovering one's Gant 
is not the leſs confiderable for its. being 
common, ſince the Foleration thereo 
might introduce many Abuſes. 
It is not therefore permitted either to 
Thoſe, who undertake to play, or to 
thoſe who defend the Stake, to * 
cir 
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their Cards before the Game is won, by 


lhe Reaſon that the Friend of him, who has 
it; ¶ hewed: his Cards, may make his Advantage 
he of it. So that he, who does. it, mult Be 
or Beefted. - tre 


This. Caſe: does not regard him, who 


pe, plays Sans prendre, or who has called his 

ſo, own Ling, becauſe his Game can be fa- 

uit vour'd by none. Me 1 
Thoſe, who defend the Stake, tho” 


=_ have made fix Tricks, are not to ex- 
poſe their. Cards, but to continue playing 
till the-laſt, to ſee whether the Ombre can 


rd, vin his three Tricks to avoid being, Beeſted 
nas alone. 

til ? | 

he VII. Of the Faults of Speaking:] It: is 
de, not permitted at Qxadrille to ſpeak at 
lay all, not even to ſay, That. is the King; 


ſince the Perſon. who is to play next, ei- 
ther ought to know That, or may find: it 
out by the Tricks already made.. Neither 
ought any. one to ſay, /uch, or ſuch Cards 
10; Lave been trumped; even he, who is to play, 
Wa muſt not ask ir, but may look in.the Tricks, 
ng which have been played before. 

eol He, who ſpeaks a Word in playing, to 
encourage his Friend, mult not pretend to 

to the Yole, - Sit: ee 4 | 
He, who ſays a Word to make him de- 
fiſt, muſt be Beefted. 1 ; 
c 
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It is not even permitted to ſay, we bay 
Ar Tricks. 75 ee en 
The Liberty each Player has to look over 
the Tricks whenever he pleaſes, ought to 
be underſtood only when his Turn comes ti 
play, having no Occaſion to know what 
has paſt, but only when he is to dete. 
mine what he is to play. 
By this Means are prevented the Abuſe, 
which frequently happen, when he, whoſ: 
Turn to play is either paſt, or not come, 
counts ſuch and ſuch Suits; becauſe by ſo 
doing, he determines him, who is in Su- 
ſpence, whether to play this, or that Card; 
and beſides the Prejudice it may. do tbe 
Game, it is unſeemly, and does not look. 
well ſo to do. 


VIII. Of the: Beeſte.] There os Time 
preſcribed 2 — * not tp be for- 
feited; it may. be demanded ſeveral Deal 
after, if he, who won it can prove that he 

won it in the ſame Deal, wherein is na- 
turally ſhould have been played for; bu 
it-is not fo of the Miſates that may have 
been made in reckoning the Beeſtes. A 
for Example; if à Beeſe, which ſhould 
have been counted for 76 Counters, went 
but at 42, and he, who won it, has re 
ceived them, without demanding the Over. 
plus of this Miſtake, it muſt not A 
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i the next Deal has been played 
out, to avoid the Confuſion ſuch Diſputes 
might occaſion; neither would it be 
Juſtice, ſince the Party runs no Hazard 
of loſing more than what he may win. 


IX. of the Sans-prendre, and the Mata- 
dores.]; The Sans-prendre and Matadores 
are to be demanded before the Cards are 


cut for the next Deal, other wiſe they are 


not to be paid. 


Ir has been nevertheleſs judged neceſſary 


to make Exception to this Rule, to puniſh 
the Knavery of ſuch, who occaſion thoſe 


that have a Right to demand this Due- 
from them, to loſe it by ſhuffling the Cards, 
and cauſing them to be cut before they ate 
aware, and by Conſequence, before they had: 
demanded what they. ought to have had as 


Winners. 


If he, who plays Sant prendre, either 


with, or without Matadores, has not re- 
ceived from any one of the Players what 


be was to have had for winning the Game, 
he may, notwithſtanding the Cards are cut, 
demand, together with the Rewards, &c. the 


Lans- prendre, and Matadores, it he had them. 

If he, who played Sans- prendre, has not 
demanded it, and has himſelf either cut 
or dealt the Cards, there is nothing due to 
him but the Stake and Rewards for the 
Game he won. | I 
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If he, who played Sans- prendre, with 
the Matadores, demands thro' Miſtałe the 
one for the other, he muſt have nothing 

id him, except he recollects . himſelf 

fore the Cards are cut; this Game te- 
quiring a formal Explication of every thing 
in its proper Terme. 

He, who plays, calling a King, is not 
obliged — this Diſtinction, becauſe 
there being two of them concerned, either 
of them may demand what is their Due 
before the Cards are cut; this Law only 
regarding thoſe, who play either Sans-prenare 
or calls their own King. 

He, who, playing Sans-prendre, ſhews 
his Game, which he has ſure in his Hand, 
without naming: the Trump, is obliged to 
play in the Suit, which one of his Adverſa- 
ries ſhall name. So having taken up his 
Cards again, he lets the eldeſt Hand play; 
ty whom it belongs to name the Trump 
before he throws down his farſt Card ; or 
if, being himſelf eldeſt Hand, he Leads 
the Board with Spadille, or. Bafto, with 
out declaring the Suit he plays in; this 
Game, as has been already obſerved, requir- 
ing an intire Eplication: 


X. Of forced: Games.] When all the Play- 
ers have paſſed, he, who has Spadille, is 
forced to play. Ir is.to be preſumed that 

ES” having 
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Boe for z but he-muſt not be beefed him. 
elf except he loſt the Game; in which 
Caſe he — y all that is due for the 
Rewards, the — the Vole, and 
the Mataderes, if he had them. 

As This is a Circumſtance, which ven 
rarely happens, there « can be no _ He 
ard in admitting it. 

He, who is forced to * with Spadilk 

cannot pretend to the Yole, by Reaſon d 
the Advantage Spadille diſcovered may pio 
cure him. 
-  The-auxiliary-King moſt have appeared 
before there is any Right to undertake the 
Pole other wiſe, as no Riſque is E ſo to 
Recompence is to be ed. 

He, who plays and wins no Tricks make 
the Devole, (is lammed) which he muſt py 
to the two Defendants, and not to hu 
Friend, leſt the Defire of Gain ſhould in 
duce the Friend to play againſt him, whon 
he ſhould aſſiſt, when the Game become 
deſperate. 

This Law, rigorous as it is, cannot wel 
be too much ſo, ſince it tends to preven 
playing upon low Games. 

It is a Rule generally received and approve 
of that Thoſe; who: diſcover. their Gam 
muſt not pretend to the Vole. Neverthe 
leſs, if any one of the Players has in hi 
Hand five or fix ſure — and cape 
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is Cards, ſaying that he undertakes the 
, norwithflanding his Friend is'to play 
, he is admitted witheut its being in 


is Adverſary's Power to hinder him; 
but they are at Liberty to compel the 
ead the Board with what Card they pleaſe, 
o the End that he may make no Ad- 
antage of his having ſeen his Partner's 
and; but This is only allowable before 
x Tricks are already won by thoſe, who 
play ; for if they have made i Tricks, node 
but he, who is to play next, has a Right 
o undertake the Vole, or to deſiſt, ac- 
ording to the ordinary Rules. Thus, has 
his Point been juſtly mitigated; becauſe 
ie, who ſhews his Came can, from ſo do- 
ng, reap no other Advantage than onl 
ortening the Length of the Deal; and is 
et ſentenced to have undertaken the Vole 
yhether he makes it or not. 
This is all that concerns the Games of 
Puadrille and Quintille. If any Difficul- 
y or Diſpute ſhould ariſe, you are to fol- 
ow the ſame Rules that are obſerved at 
Ymbre Played by Three or Four. Laſtly, 
Single-Ombre, as played between Two 
erfons only; is a Method of Play, that 
das very little in it diverting : Nevertheleſs 
t is ſometimes played, when a Third Per- 
on is wanting, and People do 8 
| ow 
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how otherwiſe to divert themſelves. It my 
be of ſome Uſe to teach Beginners how i 
diſcard and play the Cards. 

The Manner of Play, is exactly the ſay 
with the other Ombre. 

Firſt, You muſt take an entire Suit ou 
of the Pack, either Diamonds, or Hearts 
it is indifferent which; then there will u. 
main Thirty. 4 6 
Lou are to deal 8 Cards a- piece, begin 
ning with 3 and 3, and laſt. of all wit 
2 a- piece; when this is done, there wil 
remain 12 in the Stock, out of which th 
Ombre is to take as many as he: pleaſes, thi 
other may take the reſt. | | 
When the Trump is named, you at 
paid for Aataddres,. and lay down for you 
Paſſes here as you do at Ombre with Thr, 
and in every Reſpect it is juſt the ſame. 

The Ombre is to win F Tricks to gait 
the Stake: When the Tricks are divide 
by 4 a- piece, it is a Remiſe; if he wis 
defends wins 5 Tricks, he wins Codille. 
To conclude, you are to take Notice thi 
the general Rules of Ombre are the ſame, 
whether you play the Game between Two 
Three, Four, or Five Perſons, or E/padili 
Force, only with theſe Differences that mt 
have explained; ſo that the. followit 
Terms will ſerve for All. 


. 


I cat 
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I can only ſay, that by theſe Directions 
ny Perſon. may learn to play, but I can- 

promiſe them that 94 ſhall play 
el, his that muſt depend upon Genius 
nd Experience. 

Now after all that is ſaid, the Original 
Dnbre by Three, is much more agreeable, 
han any of theſe new Crafts with which . 
he old Stock has been loaded. 


wil | 
a Terms peculiar to the Game of OMBRE; 

O go to the Bottom: That is, when 
he who takes in, next to the Ombre, 
takes ſo many Cards, that he does not 
leave 5 to him who is to take in laſt. 

I. The Bafto: is the Ace of Clubs, which 
is always the third Wat in whatſocyer 
Suit you play. 

II. The Codille : is when one of thoſe that 
defend the Game againſt the Ombre wins 
the Stake. 

V. To name the Trump: is when the 
Ombre ſays, I play in * Werren 
Spades, or Clubs. 

The Diſcard : are the Cards 11 out, 
which are always to be placed 'at the 
Right-hand of the Dealer. 

VI. Spadille, 


an 
your 
rh 


pai 
idel 


w 00 


thu 
ume 
wo 
dill 
©. 
7108 


Call 


= 
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VI. Spadille, or Eſpadiile is the Ace of 
Spades, which is always the firſt Trump, 

in whatever Suit we play. 

VII. E/padille Force, or Forced Eſpadill | 
is, when it is agreed before you begin, 
that he who has Spadille, ſhall be obliged 

to play, if the reſt will not. 

VIII. To force the Ombre is, when he 
that plays before the Ombre plays a High 
Trump, in order to force the Ombre to 

play a Higher to win it 

IX. The Gano is as much as to ſay, Pal 
tt, or leave it tome. 

X. "Ombre : is not only the Name of the 
Game, bur alſo the Perſon who names 

the Trump and plays; for the Stake i 

called The Ombre. | 

XI. Manille : is either the Duce in Black, 
or the Seven in Red, and is always the 

ifecond Trump. ooo 

XII. Matadores : are the Three principi 
Trumps fo called, which are Spadill, 
Manille, and Baſlo, © | 

XIII. Matadores Single: is when they arc 
to be paid ſingle; for Example, when 

you are to be paid but one Counter for 

75 1 F 

XIV. Matadores Double: is when you agree 
to pay twoa-picce for Matadores. 

XV. Falſe Matadores Two Matadores with: 

out the Third, ate ſo called, but are never 


e XVI. Punto: 


— 
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XVI. Panto: is the Ace of Hearts, when 
Hearts are Trumps; and the Ace of Dia- 
monds, when Diamonds are Trumps. 
XVII. Sans- prendre is to play without 
Diſcarding, or taking any in. ä 
XVIII. Sans-prendre Single : is when you 


playing Sans-prendre. 

XIX. Sans-prendre Double: is when you 
agree to pay 6 for playing Sans. prendre. 
XY" Remiſe: is when the Ombre is Beeſted, 

of no Body wins Codille. 


is Beeſted your winning 3 Tricks 
a-picce. . 


not follow Suit, and have Gme of that 
Suit in your Hand. 

XXIII. To make Renounces..: 1s hen! in 
Diſcarding, you lay yot 10 Entire Suit, to 


XV. The Stock: are the Cards that are 
left, which vou take i in after, and; Diſ- 
card others. 


Deals 85 u agree to play: But, remember 
wy a Paſs ora Codille, is not reckoned for 
a Tour, 


The 


are to receive but 3 Counters, for 


XI. Remiſe by Three: is when the Ombre 


XII. To Renounce : is when you do 


. be able to Trump # K 
NV. Repueſta, Repoſté: is the ſame thing 
i.” Remiſe. 


XVI. The Tours : are 'the Number gy, 
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"The LAWS relating to OMBRE 
I. IF the Ombre forgets to name his Trumy, 
and has looked at the Cards he took 
in, one of the others may name it for hin, 
II. If the two Defendants ſhould ſpeik 
both together, and one name one, a 
the other another Suit, you muſt ply 
in that Suit which was named. by hin 
who fits upon the Right-hand of tx 
Ombre. . 
III. When the Ombre forgets to name x 
Trump, or names one Suit ſor another 
by Mittake, he may take in his Diſcut 
again, provided, the Cards he took N 
from the Stock, are not mixed with the 
reſt of his Game. X 
IV. Tho' the Oubre has ſeen his Cards, i 
he prevents the others, and names a Trum 
before them, it is goode. 
V. The Ombre muſt be very exact in nam. 


I? 


ling his Trump. | 

VI. Youare not obliged to play a Matadine 
upon a ſmall Trump, and may Renouna 

if you have not an inferior Trump. 

VII. A Superior Matadore forces an Inferior, 
if you have nd other Trump to play to ii 

VIII. You cannot Nenaunce with an 
Trumps in your Hand, except the three 
Matadores. \ | 

IX. 4 


— 
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IX. A Superior Matadore does not force 
an Inferior, unleſs it leads. = 

X. Matadores are not to be paid, unleſs 
they are in the Hands of the Ombre. 

XI. You cannot demand to be paid for 
Matadores, or Sans-prendres, after the 
Cards are cut for the next Deal. 

X1I. There is no Time preſcribed for the 
Beeſte, and it may be taken while the 
next Deal is playing. 

XIII. The Cards muſt be dealt no way 
but by 3 and 3. | 

XIV. If one of the Black Aces be turned 
up in dealing, there muſt be a new 
Deal. — 

XV. If the Card ſeen be any thing but a 
Black Ace, the Deal is good. 

XVI. Whether the Dealer, or another, 
turns up the Card, it is the ſame Thing. 

XVII. If a great many Cards are turned 
up in dealing, they muſt be dealt again. 
VIII. He that has ten Cards dealt to him, 
cannot play. | 

XIX. He that has but eight Cards dealt to 
him, cannot play. | 

XX. He that has cight or ten Cards deals 
to him, may play, if he gives Notice 
that he has too many, or too few. 

XXI. He that paſſes with ten Cards in his 
Hand, is not Beefted ; unleſs he has fo 

E many, 
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many, after he has taken in, when ano- 
ther plays the Game. 

XXII. He that has ten Cards, may play 
Sans- prendre, if he did not deal; but one 
of the others is to draw a Card out of 
his Hand at hazard. 

XXIII. He that has but eight Cards, may 
play Sans-prendre with his eight Cards 
if he gives Notice. 

XXIV. If one of the Players turns up: 
Card of the Srock, and looks at it, he 
cannot. play, but the others may. 

XXV. If he that has a ſure Game, and 
plays Sans-prendre, ſhews his Game 
without naming his Trump, he may take 
up the Stake. 

XXVI. He who names his Trump, with. 
out firſt having asked Leave, is obliged 
to play Sans prendre, let his Game be e. 
ver ſo bad. 

XXVII. If the youngeſt Hand names hi 
Trump without asking Leave, he | 
not obliged to play Sans-prendre, if tht 
others have paſſed. 

XXVIII. If any Cards remain aftcr al 
Fave taken in, he who left them may lc 
them; and if he does, the other may. 

XXIX. If x: of the others ſhould look it 


the Cards left, when he who left then 
did not, he is Beeſted. 


XXX, H: 


1; 
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XXX. He that in taking in his Cards, 
ſhould take more than he laid out, is 
not Beeſted, if he has not looked on them, 
but he is obliged to put them back. 

XXXI. If he has mixed them with the 
reſt of his Cards without ſeeing them, 
one of the others ſhall draw ouc of his 
Cards at hazard, as many as he took a- 

bove his Due. | 

XXXII. He who takes leſs than his Num- 
ber, may take the reſt at any time while 
the Stock is upon the Table bur if they 
are all taken in, he muſt draw as many 
as he wants from among the Diſcard. 

XXXIII. He that has none of the Suir 
that leads, is not obliged to play a 
Trump. 

XXXIV. He that plays out of his Turn, 
g not Beeſted, but it is reckoned bad 

lay. 

XXV. If the Ombre ſees a Card in either 
of the others Hands, he cannot oblige 
him to play it; no Card is played, till 
it is upon the Board. | 

XXXVI. Every one has the Liberty of 
examining another's Trick, to ſee what 
is out. 

XXXVII. If the Pack be falſe, and it is 
found out in playing, the Deal goes for 
nothing. 


E > XXXVIII. Tho' 
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"XXX VIII. Tho' the Pack be falſe, if the 
Deal be played out, it is good. 

XXXIX. He who Renounces is Bee ſted. 

XL. When any one has renounced, every 
one is to take back his own Cards, and 
it is to be played over again, provided 

the Cards are not played our. 

XI. I. Several Beeftes made in one Dei 
may be played off the next. 

XLII. When there are ſeveral Beeſtes upon 
the Board, the higheſt Beeſte is played 
off firſt, after the firſt Stake, 

XLIII. He that can win four Tricks with. 
out calling Gano, ought not to call it. 

XLIV. The Ombre is never to call Gaz, 

XLV. The Ombre 4 * not to give up, 
without playing the Cards, let his Game 

be ever ſo bad. 

XLVI. When the Players mark different- 
ly either for their Stakes, or Paſſes, all 
are obliged to mark equal with the higheſt; 
and the. Beeſ/es muſt be accordingly. 

XLVII. He that gains a Vole, wins twice 
as much as lies upon the Board, if there 
be but one Beeſte., 

XLVIII. If there are many Beeſtes, upon 
the Board, he takes all, and is to be paid 
no more, 

XLIX. If there are a great many Beeftes, 
which, by Conſent, or becauſe they 


were made in one Deal, are put together, 
| he 


The Laws of Omn'rs. 77 


he that wins the Vole ſhall be paid as 


much more. 

L. The Yole is undertaken, if after one has 
won his five Tricks, he plays down ano- 
ther -Card. | 

LI. If he who undertakes the Vole does 


not win it, the two others are to divide 


betwixt them what lies upon the Board. 


LI. When the Vole is undertaken, the two 


who defend it may look in each other's 
Hands, the better to diſappoint it. 

LIII. If he who undertakes the Yole plays 
Sans- prendre, or has Matadores, he is to 
be paid for them if he ſaves his Beeſte, 
tho' he does not win the Yole. 


LIV. A Codille won, is not marked for a 


Tour. | 
LV. When a Number of Tours is a 
to be played, he who will not play to 
the End, ought to pay all that is loſt. 
LVI. He who diſcards and takes in before 
his Turn, is Beeſted, if what he takes 
in is mixed with his Game. 


Thus have we given the Laws relating* 


to Ombre (in all its Branches, either between 
2, 3, 4, or 5 Perſons) but cannot conclude 
this Article, without reciting. Mr. Pope's 
beautiful Deſcription of the Manner of 


her Two Knights at Hampton-Court. 


E 3 BrLIxDA 


Playing this Game between Belinda and 


9 
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BELIxDA now, whom Thirſt of Fame invites, 
Burns to encounter Two advent'rous Knights 
At OunkRE ſimply to decide their Doom, 

And ſwells her Breaſt with Conqueſis yet to come, 
Strait the Three Bands prepare in Arms to join; 
Each band the Number of the ſacred Nine. 
Soon as ſhe ſpreads her Hand, th* Aerial Guard 
Deſcend, and fit on each important Card: 

Firſt Ariel perch'd upon a Matadore, 

Then each, according to the Rank they bore; 
For Sylpht, yet mindful of their antient Race, 
Are, as when Women, wond'rous fond of Place, 

Behold, four Kings in Majeſty rever'd, 
With hoary Wiskers, and a forky Beard : (er, 
And four fair Queens, whoſe Hands ſuſtain a Flow- 
Th' expreflive Emblem of their ſofter Power, 
Four Knaves in Garb ſuccinct, a truſty Band, 
Caps on their Heads, and Halberds in their Hand; 
And party-colour'd Troops, a ſhining Train, 
Draw forth to Combat on the Velvet-Plain. 

The skilful Nymph reviews her Force with Care; 
Let Spades be Trumps ſhe ſaid ; and Tramps they 

were. | 

Now move to War her ſable Matadores,] 
In ſhow like Leaders of the ſwarthy Moors. 
Spadillia firſt, unconquereble Lord! 
Led off two Captive Trumps, and ſwept the Board, 
As many more Manillia forc'd to yield, 
And march'd a Victor from the verdant Field. 
Him Baſto follow'd, but his Fate more hard, 
Gain'd but one Trump, and one Plebeian Card. 
With his broad Sabre next, a Chief in Years, 
The hoary Majeſty of Spades appears ; 
Puts forth one manly Leg, to ſight reveal'd ; 
The reſt, in many colour'd Robe conceal'd. 


The 
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The Rebel-Knave, who dares his Prince engage, 
proves the juſt Victim of his Royal Rage. 
Ev'n mighty Pam, that Kings and Queens o'crthrew 
And mow'd down Armies in the Fights of Laue; 
Sad Chance of War! now, deſtitute of Aid, 
Falls undiſtinguiſn'd by the Victor Spade. 
Thus far both Armies to Belinda yield ; 
Now to the Baron, Fate inclines the Field. 
His warlike Amazon her Holt invades, 
Th' imperial Conſort of the Queen of Spades. 
The Clab's black Tyrant firſt her Victim dy'd. 
Spite of his haughty Mein and barb'rous Pride! 
What boots the Regal Circle on his Head, 
His Giant Limbs, in State unweildly ſpread ; 
That long behind he trails his pompous Robe, 
And, of all Monarchs, only graſps the Globe. 
The Baron now his Diamonds pours apace; 
Th' embroider'd K ing who ſhows but half his Face, 
And his refulgent Queen, with Powers combin'd, 
Of broken Troops an eaſy Conqueſt find. _ 
Clubs, Diamonds, Hearts, in wild Diſorder ſeen, 
With Throngs promiſcuous ſtrew the level Green, 
The Knave of Diamonds tries his wily Arts, 
And wins(O ſhameful chance!)the Queen of Hearts 
At this, the Blood the Virgin's Cheeks forſook, 
A livid Paleneſs ſpreads o'er all her Look; 
She ſees and trembles at th* approaching IIl, 
Juſt in the Jaws of Ruin, and Codille. 
And now (as oft in ſome diſtemper'd State) 
On one nice Trick depends the gen'ral Fate; 
An Ace of Hearts ſteps forth: the King unſren 
Lurk'd in her Hand, and mourn'd his captive Queen; 
He ſprings to Vengeance with an eager Pace, 
And falls like Thunder on the proſtrate Ace. 
The Nymph exulting, fills with Shouts the Sky, 
The Walls, the Woods, and long Canals Reply. 


E 4 
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The LAWs of QUADRILLE. 


J. TT is not permitted to deal the 
Cards any otherwiſe than by 4 and 3, 


the Dealer being at Liberty to begin 


with which of thoſe Numbers he pleales, 
If in dealing there happen to be one or more 
faced Cards, the Deal goes for nothing. 
IL.Ifthe Pack of Cards has more or lels than 
it ought to have, the Deal goes for nothing, 
III. If there chance to be two Cards of 
the ſame Sort, and 1t is perceived before 
the Deal is played out, it is null; but if 
the Cards are all played, the Deal is good, az 


well asall thoſe which may have preceded it, 


IV. He, who miſſes Deal, muſt deal a+ 
gain; but is not to be Beeſted. 

V. If he who plays either Sans- prendre, 
or calling a King, names a Trump of a 
different Suit from That his Game is in, 
or names two ſeveral' Suits, That, which 
he firſt named, muſt be the Trump. 

VI. He, who plays, muſt name the 
Trump by its proper Name; as he like- 
wife muſt the King he calls. 

VII. He, who has ſaid I pa/5, muſt not 
be again admitted to play, except he plays by 


Force, upon Account of his having Spadill. 


VIII. He, who has asked the Queſſion, 
and has Leave given him, is obliged to 
play. IX. He, 
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IX. He, who has asked to play, muſt 
not play Sans-prendre, except he is forced 
ſo to do. 

X. He, who has asked to play, may play 
$ans-prendre, in Preference to him, who 
forces him to it. 

XI. He, who has the four Kings, may 
call the Queen of either of his Kings. 

XII. Neither the King nor Queen of 
the Suit, which is Trumps, muſt be called. 

XIII. He, who has one, or ſeveral Kings, 
may call any King he has in his Hand; 
in ſuch Caſe, to win, he muſt make alone 
fix Tricks. If he wins, it is all his own; and 
if he loſes, he pays all by himſelf. 

XIV. You muſt not demand Gano, of 
your Friend ; nor cauſe him, . by any indi- 
rect Means, to favour you. 

XV. Every. one ought to play in his 
Turn, but for having done otherwiſe, no 
one muſt be Beeſted. 105 

XVI. He, however, whoſe Turn it is 
not to play, kaving in his Hand the King 
the Ombre has called, .and ſhall trump a- 
bout with either Spadille, Manille, or 
Baſto, or ſhall even play down the King, 
which was called, to give Notice of his 
being the Friend, muſt not pretend to un- 
dertake the Yole ; nay he mult be condemn- 
ed to be Beeſted, if it appears that he did 
it with any fraudulent Deſign, 
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XVII. He, who has drawn a Card 
from his Game, and preſcnted it openly in 
order to play it, is obliged ſo ro do, it re- 
taining it may be either any Ways preju- 
dicial to the Game, or may give any Inti- 
mation to the Friend; and more particu- 
larly if the Card is a Matadore. He, who 
po Sans-prendre,. is not ſubject to this 

aw; nor is he, who calls his own King, 

XVIII. He, who has none of that Suit 
of the Card that leads, is not obliged to 
trump it; nor to throw a higher Card of 
the ſame Suir upon it, if he has one. 

XIX. It is lawful to look upon every 
one's Tricks to ſee what Cards have been 
played. 

XX. None ought to look upon the 
Tricks, nor to count aloud what has been 

layed, except when it is his Turn to play; 
ut to let every one reckon for himſelt. 

XXI. He, who inftead of turning up 
the Tricks before any one of the Players 
ſhall turn up and diſcover his Game, mult 
be equally Beeſted with him, whoſe Card: 
he has ſo diſcovered, one paying one hall, 
and the other the like. 

XXII. He, who renounces, muſt be Beſts 
as many Times as he has ſo done, if he“ 
made ſenſible of every Renounce he has 
made; bur if the Cards are mixed, he 1s 
ro pay but one Beeſfe, tho' he has made 
ſeycral Renounces. XXIII. To 


N 
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XXIII. To have renounced, the Trick 
muſt have been turned down; or he who 
renounced muſt have played his Card for 
the next Trick; otherwiſe he may recal 
his Card without incurring any Penalty. 

XXIV. If the Renounce prejudices the 
Game, and the Deal is not all played out, 


every one may take up his Cards, begin- 


ning at the Trick where the Renounce was 
made, and play them over-again ; but if 
the Deal has been all played out, the Cards 
may not be re-taken. * 
XXV. He, who having asked what is 
Trumps, ſhall trump with a Card of that 
Suit he has been told was Trumps, tho! in 
Effect it is not ſo, muſt not be Beefted. 
XXVI. He, who, without having en- 
me what, is Trumps ſhall trump with a 
ard which is not Trumps, if he has taken 
up and turn'd down the Trick, muſt be 
Beeſted. 85 
XXVII. He, who ſhews his Game be- 
fore the Deal is out, mult be Beefled, except 
he played Sans- prendre. 
XXVIII. Several Beeffes made in one 
Deal ought to go all together; unleſs it 
has-been otherwiſe agreed before. 
XXIX. The greateſt Beeſ/es ſhould be 
al ways firſt played for. | 
XXX. None of the Three Matadores can» 
be commanded down by an inſerior Trump,” 
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XXXI. A ſuperior Matadore forces 
down an inferior, when it is played by the 
Leader. 

XXXII. A ſuperior Matadore does not 
command down an inferior, if it is played 
upon any other Trump that led the Board. 
XXXIII. The Matadores and Sans 
prendre cannot be demanded after the Cards 
are cut for the next Deal, except when 
they are deſignedly cut and dealt fo haſtily 
that the Winner has not been allowed 
Time to demand his Due; in which Caſe, 
if he has not taken up the State, nor been 
paid the Rewards by any of the Players, he 
may lawfully demand the Sans- prendre and 
Matadores together with his other Dues; 
but if it was he himſelf, who either cut 
or dealt the Cards, he has no farther Right 
to demand them. 

XXXIV. If he who plays Sans-prendre 
with the Matadores in his Hand, demands 
only one of them, he muſt receive only 
That, which he mentioned. | 

XXXV. He, who, inſtead of Sam 
prendre, ſhall demand Matadores, not hav: 
ing them; as likewiſe he, who ſhall de- 
mand Sans-prendre inſtead of Matadores, 
cannot compel the Players to pay him 
what is really his Due; this Game re- 
quiring a formal Explication of every Point 
in its proper Terms. He, who plays * 

: che 


The Laws of QuapriLLE. 87 


the Aſſiſtance of a King, has no Share in 
this Diſtinction. 

XXXVI. If one of the two Winners 
has been paid for Matadores, the other 
may likewiſe rightfully claim Payment, 
notwithſtanding they have not been de- 
manded. 

XXXVII. Matadores are only paid when 
they are in the Hands of the Ombre, or of 
the King his Ally, whether all in one Hand, 
or ſeparately in both. | 

XXXVIII. He, who plays Sans-prenare, 
is obliged to name his Trump, notwith- 
ſtanding he has a ſure Game in his Hand. 
XXXIX. The Game, the Stake, the Re- 
wards, and the Beeſtes have no fixed Time 
ſer for their Payment, but they may. be 
demanded ſeveral. Deals after, | 

XL. You cannot recover the Miſtakes, 
which may. have been made in reckoning 
the Value of Beeftes, after the Deal, where- 
in they were drawn, is over. 

XLI. He, or they, who play and make. 
all the Tricks, are to be payed what has 
been agreed upon for the Hole. | 

XLII. The Fole does not draw the 
Beeſtes, which were not played for. 

LIII. He, who undertakes the Pole, 
and does not make_it, muſt pay as much 
as he would have received, had he won 


it. 
XLIV. The 


ö 
| 
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XLIV. The Vole is undertaken when, 
after having made fix Tricks, whether you 
play Sans. prendre, or with the Aſſiſtance 
of a King, the Card is played down for 
the ſeventh Trick. _ | 

XLV. When the Yole- is once under- 
taken there is no going back. 

XLVI. He, who ſpeaks in the Game 
to encourage his Friend to undertake the 
Hole, cannot pretend to it; 

XLVII. He, who ſays any Thing to 
induce him to deſiſt from undertaking it, 
mult be Beeſted. 

XLVIII. It is not permitted to give 
Notice to your Friend that you have made 
ſix Tricks. | 

XLIX. Thoſe, . who defend the Stabes 
muſt not comunicate their Game to each 
other, tho“ the Yole is undertaken, nor 
muſt any one ſpeak the. leaſt Word that 
concerns the Game. . 

L. He, who is forced to play with: 
Spadille,, cannot have any Pretenſions to 
the Yole. | 

LI. The Yole cannot be undertaken till 
the auxiliary King has- appeared. 

LII. You may, in caſe the auxiliary King 
does not appear, continue playing till the 
very laſt Card, without incurring the Penal- 
ty of thoſe, who miſs making the ole. 


LIII, Thoſe 
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LIII. Thoſe, who make the Yole, if 
the auxiliary King has not appeared, till 
the laſt Trick, mutt not be payed ir, even 
* Queen of that Suit has made a 
Trick. 

LIV. Thoſe, who, having undertaken 
the Vole, miſs making it, are nevertheleſs- 
to take up the Stakes, Beeſtes, &c. that 
were played for, and to be payed the Game, 
Rewards, Matadores, if they had them, and 
Sans. prendre, if fo played. 

LV. Thoſe who admit the Contre 
into the Game of Qxadrille, muſt permit 
him, who offers to play ſo, before any o- 
ther, who offers only to play Sans- prendre, 


even the Eldeſt Hand. 


LVI. He, who playing Sans- prendre, 
undertakes the Yole, and miſſes making it, 
muſt pay to each of his Opponents the Due 
for the Vole; nor is he to be payed either 
the Sans-prendre or Matadores, if he had 
them, nor even the Rewards, nor the 
Game; neither does he draw the States; 
but he is not to be Beeſted, except he 
loſes the Game; in which Caſe, he muſt 
pay to each Player, beſides the Forfeit of 
miſſing the Yole, what he was to have had 
for winning the Game, and be Beeſted 
for as much as was played for. | 

LVII. He, who plays, and does not 
make three Tricks, is to be Beefied _— 
an 
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and muſt likewiſe pay. alone all that is to 
be paycd; and if he makes no Trick at 
all, he muſt, beſides That, pay to his two 
Adverſaries the Vole, but not to his Friend, 
leſt the Allurement of that Gain might 
intice the Friend, when he ſees the Game 
deſperate, or paſt Recovery, to play as 
gainſt him, whom he ought to defend. 

LVII. When you play the Game called 
au Roy rendre ;. or, the King ſurrendered, 
he to whom his King is- ſurrendered, muſt, 
to win, make fix. Tricks alone. As to all 
the reſt, he wins or lofes by. himſelf. 

LIX. Whoever refuſes to play out the 
Number of Tours agreed upon at firſt, 
ought to pay all. the. Loſings, and the 
Cards. 

LX. But in Caſe his Abſence is abſolute- 
ly required upon any important Occaſion, 
the Party may be put off till another Op- 
portunity, taking a Memorial of the Con- 
dition in which the Game was left. 


y 


PICQUET. 


AKE a Pack of Cards, and throw 
out all the Duces, Trays, Fours, 
Fives, and Sixes. You are to play with 
he reſt, whieh will amount to thirty-two. 

Or, you may buy Packs of Picquet- Cards 
at the Jun dates, which contain no 
more than what are uſed. 

After you have ſettled what you play for, 
you are to agree how much ſhall make Up; 
for this is in the Choice of the Gameſters : 
The common way of playing it, is a Hun- 
dred Up; and this ſeems to be the beſt 
Game, becauſe a Re-Picque generally wins 
the Game. | 

The next thing you are to to do, is, 
to Cut who is to Deal; for you muſt ob- 
ſerve, that at this Game the Dealer has a 
— Diſadvantage. He who ſhews the 
oweſt Card in cutting, is the Dealer. 
A Man may cut as many, or as few 
Cards as he pleaſes, provided it is no more 
than one; but one Card is no Cut. 

And if by Accident it ſhould happen, 
that in Cutting, ſome of the Cards ſhould 
drop out of your Hand, and ſome remain 
(which often falls out thro* haſte) you. 
muſt take no Notice of the Cards that fall, 
but the Cut muſt be decided by that _ 
WAIC 
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which remains in your Hand with the 
reſt. | 

In reckoning up your Point, every Card 
is reckoned for as much as it bears; as 
Ten for Ten, Nine for Nine, and ſo down 
to the Seven, which is the loweſt. Ob- 
ſerve, that, an Ace 1s always reckoned for 
Eleven. 

You muſt obſerve alſo, that all Court- 
Cards are reckoned for Ten. 

And when you come to play the Cards, 
their Value is in the ſame Degree; as, the 
Ace wins the King, the King the Queen, 
and the Queen the Knave, the Knave the 
Ten, and fo down. | 

When the Deal is decided, the Dealer 
is to ſhuffle the Cards, and offes them to 
the other to be cur. 

If in Cutting he ſhould ſcatter, or any ways 
diſplace the Cards, they are to be ſhuffled 
and cut again. 

If the Perſon who does not deal has: WF ® 
mind ro ſhuffle the Cards, he may; but 
the Dealer is to give them the laſt Shuffle. 
The Dealer may diſtribute the Cards, by ſa 
4, by 3, or by 2 at a time, as he pleaſes, 
till he has dealt 12 a- piece; but he mult g 
always go thro' the Deal to the end, with 
the ſame Number as he begins. F 

But becauſe this changeable Way of WW”. 


| rn | i 
dealing ſometimes * give 2 be: 0 
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Cards are generally dealt at this Game by 
4 WM 2 and 2; and it ſeems beſt fo. 

When the Dealer has done, he is to lay 
the Stock juſt in the middle; when they 


vi a g 
b. come to examine their Game, if one of 
or them ſhould find that he has not one Court- 


Card in his Hand, he is to declare that he 
has Carte - lanche Then he is to tell how 
many Cards he will lay out, and deſire the 
other to diſcard, that he may ſhew him 
de bis Game. | | 
When the other has diſcarded, he who 
has Carte-blanche, is to ſhew his Game up- 
on the Table, that the other may be ſatis- 
fied it is ſo; then he is to reckon ten for 
his Carte- blanche, and to diſcard, in order 
to play his Game : But he muſt lay out the 
ame Number of Cards he declared. ; 
The Carte-blanche is the firſt thing rec- 


d 

koned, and therefore prevents a Picque 
ind Re-Picque. 
t When each has his Number of Cards, 
„chat is 12, there remains 8, which (as we 
| laid before) are to be laid in the middle ; 
„then he, who is to play firſt, may take 
. which is a great Advantage, and leave 
but 3 to the Dealer. a 5 


But he is not obliged to take 5, for that 
s to be at his Choice, or according to 
the Diſpoſition of his Game; he may 
take in but 2, 3, or 4, obſerving to diſcard 
juſt the ſame Number. When. 


* 
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When he takes leſs than five, he may. 


ſee the reſt of them, and lay them again 
upon the Stock. | 
Then the other may take all that is left, 
or what Number of them he pleaſes, ob- 
ſerving to diſcard as many; he may alſo 
look on the Cards he leaves, and the other 
may likewiſe ſee them, if he declares firſ 
what Card he will lead. 
But take notice, that he is obliged to 
lead the Card he names. 
- And if by miſtake, or otherwiſe, he 
ſhould promiſe to lead a Card of a Suit which 
he had not in his Hand, he is obliged to play 
what Card the other ſhall appoint him. 
Obſerve that both the Dealer and he 
that leads, are obliged to diſcard at leaſt 
one, let their Games be ever ſo good. 
After both have diſcarded and taken in, 


the eldeſt Hand is to examine what Suit he 


has moſt Cards of; then he is to reckon 
how many Points he has in that Suit, and 
ask the other if ſo many are good: If the 
other cannot reckon. as many in that, or 
any other Suit, he tells one for every ten. 
An Example will make this plain. 
If the Eldeſt Hand has Ace, King, Queen, 
and Knave of any Suit, he asks, Are 41 
good? (We told you before that an Ace 
was counted for 11, and every Court-Card 
for 10.) If the other cannot reckon up 33 
many, 
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many, he is to tell 4 for them; ſo if he 
had Fo, he is to tell 5, if 60, 6, and fo 


on. 

But oppoſe 35 in either Hand ſhould 
be good, he who has them is to rec- 
kon as much as for 40, that is to ſay, 43 
and the ſame for any Number betwixt 35, 
and 40; but for any Number leſs than 5 
nothing is reckoned : As for 41, 42, 43, 
or 44, you reckon but 4 ; ſo that by this 
you ſee there is as much reckoned for 35, as 
for 40, vi. 4: The Rule is the ſame in all 
Numbers betwixt 50, Co, Ge. 

He who reckons moſt in this manner, 
is ſaid to win the Point; when the Point 
is over, each is to examine what Cards 
he has in his Hauds of the ſame Suit, which 
are Sequents : Theſe are called, either Tierces, 
Duartes, Quintes, Sixiemes, Septiemes, or 
-> "pa, according to their Number and 

alue. 

Theſe Words may ſound a little like 
Conjuring, to Perſons who do not under- 
ſtand them; but they are only the French 
Terms, which we make uſe of, becauſe 
Engliſh will not expreſs the ſame thing in 
one Word. | = 

Firſt, a Tierce is when three Cards fol- 
low one 'another in Degrees of Value as 
Ace, King, Queen; and are worth 3: 
If you add a Knaye to theſe, it is called 

a 
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a Quart, and is worth 4; add a 10, and 
it is called a Quint ; a p, and it is cal. 
led a Sexiemez a 7, and it is called a Sz. 
tieme ; an 8, and it is called a Huitieme, 
The Word Tierce is from Trois, three; 
Quart, from Quatre, four; Quint, or 
Duinze, fifteen: Tho' by a Corruption 
of Pronunciation we call it Kent, and the 
Word Sixieme, is the ſixteenth; Septien, 
from Sept, ſeven; Huitieme, from Huit, 

eight. 
Every Tierce is not) worth three Points, 
the Quart four, the Duintes fifteen, the 
Sixieme is worth ſixteen, the Septieme ſeven- 
teen; the Huitieme eighteen; ſo that the 
Signification of the Terms inſtruct you 
what theſe things are worth, when you q 
have them in your Hand. 8 
You muſt obſerve, that theſe Sequents = 
of Cards muſt be of the ſame Suit, o- 
therwiſe they are of no Value. - 
Theſe Tierces, Quarts, Quintes, &c. are 11 
diſtinguiſhed in Dignity by the Cards they h 
begin from; as for Example, Ace, " 
King, and Queen, are called Tiere: . 
Major: King, Queen, and Knave, arc 2 
called Tierce to a King; ſo Knave, Ten 
and Nine, are called Tierce to a Knave; ſo 
every Quart, Quint, or Sixieme, that 
begins from an Ace, is called Quan, 
Quin, or Sixieme-Major When they be- 
gin 
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gin from another Card, they are named 
from that Card. 

Obſerve, that he who has the beſt Tierce, 
Quart, Quint, &c. being that which takes 
is Deſcent from the beſt Card, though 
he has but one, and the other has many 
inferior, the beſt ſha!] fer all the others aſide, 
and render them of no Value. 

So if one Perſon has a Tierce, or Quart- 
Major, and two or three inferiour ones, 
the Tierce-Major ſhall make all the Small 
ones good, 

For Example, if one has Trerce- Major, 
and a Trerce of a Knave, and another to a 
Ten in his Hand, and the other has a Tierce 
10 Queen; he who has the Tierce- Major 
ſhall reckon not only Thar, but the two 
Small ones alſo, and the Tierce to a Queen 
in the other Hand is worth nothing. 

So a Quart in one Hand ſets ade a 
Tierce in another; and ſo of the reſt, the 
Higheſt renders the Loweſt good for no- 
thing; and he who has a Sixieme in his 
Hand that is good, may reckon Tierces, or 
Saris; and if the other has a Quint at the 
lame time, it is ſect aſide. 

And ſo it is of Septiemes, Huitiemes, &c. 
When you have one of Theſe good in your 
Hand, it gives a Value to all the reſt. 

When theſe are told, you are to examine 
now many Aces, Kings, Queens, Knaves, 
or 
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or Tens, you have in your Hand; bur no 
Number leſs than Three of any of theſe are 
good for any thing, but Three of any of 
theſe are worth Three: As for the Ninez 
Eights, and Sevens, you are allowed no- 
thing for them. 

Obſerve, that the Cards are in the ſame 
Degree of Value here, is in every other 
Part of the Game; that is to ſay, the Aces 
are beſt, then the Kings, Queens, and 
Knaves, and laſt of all the Tens. 

If one has in his Hand 3 Aces, 3 Knavey 
and 3 Tens, and the other ; ings ; he 
who has the Aces, ſhall tell all his Threes 
and the Kings are good for nothing. Thus, 
among Cards, as well as Men, The Great 
overcomes the Small. 

He who has 4 Aces, 4 Kings, 4 Queens, 

Knaves, or 4 Tens, reckons 14, for 
them: And this is called a Quatorze, that 
1s, provided they are good. 

Four Aces muſt be always good, the reſt 
are good but as it happens; 4 Tens muſt 
be good, if the other has not 4. of any 
thing elſe. | 

It there are 4 Knaves, or Tens, in one 
Hand, 3 Aces, or Kings, Sc. are not to 
be told in another Hand. | 

Thus when you have reckoned all your 
Game that is to be told in Hand; he, whole 
Right is to play firſt, begins to play a | 

n 
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And every Card he plays down, above the 
Degree of a 9, he tells 1 for: but for a 9, 
and ſo downwards, he can reckon nothing; 
then the higheſt Card of a Suit always wins 
the Trick. . 

If two Cards of different Suits are played, 
that which leads wins the Trick, tho' 
the firſt was but a 7, and the laſt an 
Ace. x 

It is not the Perſon that wins the Trick 
who always reckons for it, and in ſome 
Caſes both reckon 1, for the ſame Trick; 
| ſhall explain this Matter. | 

It the Perſon who leads, plays a tenth 
Card, he reckons 1, for it as ſoon as he 
plays it down ; if the other plays another 
Card that is higher, he wins it, and allo 
reckons one; thus they both reckon for 
the ſame Trick. 

If the Leader plays an 8, or 7, he rec- 
kons nothing, and if the Follower ſhould 
win it with a 9, he reckons nothing; 
for, as I faid before, no Card under a 
Io can count at this Game: Neverthe- 
leſs that Trick (ſerves towards winning of 
the Cards. | 

But obſerve, that the Follower, that is, 
he who plays laſt, never reckons for his 
Card unleſs he wins the Trick. 

And obſerve too, that there is one Ex- 
ception to a Rule _ down before, which 

is, 
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is, that he who wins the laſt Trick rec- 
kons 1 for it, tho“ it be won with a 9, 
8, or 7; if it be won with a 10, or up- 
wards, he reckons 2 for it. 

When the Cards are played out, each i; 
to count his Tricks; and he that has moſt, 
is to reckon 10 for winning the Cards: 
Tf they have Tricks alike, neither is to rec- 
kon any thing. 

When the Deal is finiſhed, each is to 
mark up, what he got by the Deal; and fo 
at the End of every Deal, till the Game is 
finiſhed. | 

When the Game is at an End, you are 
to cut again for the Deal, if you ly on; 
and ſo every Game you play. 

Sometimes it is agreed to play a certain 
Number of Games, and to deal alternative - 
ly to the End of thoſe Games. As for Ex- 
ample, viz, When it happens that both Par- 
ties are within a few Points of being up, 
the Carte-blanche is the firſt thing that rec- 

ONS. | 

If there be no Carte - blanche, the Point 
is the firſt thing. . *xh 
The ſecond thing is the Scquents, as Tier- 
ces, Quarts, Quints, &c. The next to thoſe 
to be rekoned, are the Threes, or Duatorzes; 
as 3 Acts, or 4 Knayes, or Tens, (Queens, 
or Kings. 


, As 
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As for Inſtance, if both Parties ſhould be 
of. of the Game, and one has in his Hand 
45, or Fo, for Point; which we will ſup- 
poſe to be good: and the other a Quint, 
or a Quatorze of Aces, he who has the 
Point wins the Game; -becauſe, as I ſaid 
before, it is to be reckoned firſt; and the 
reſt have the ſame Preference according to 
their Ranks, as is already ſhewn. 

If one be 99 of the Game, before he 
plays down the firſt Card ; he plays it up, 
if it be a tenth Card, tho' he loſes the 
Trick! ! | | 

If the Parties are 99 each when they are 
to play down, the Leader muſt win the 
Game, it he plays a tenth Card; becauſe 
he tells as ſoon as he plays down, the other 
cannot till after the Trick is won. 


tit. 
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Of the Revicqus. 


E who without playing down, (that 
is, in Carte- blanche, Points, Dyints, 
3 &c.) can reckon up 3o in Hand, 
hen the other has reckoned nothing, rec- 
kons 90 for. them; and this is called a 

Repicque. Fin 
It he can make up above 30 in Hand, 
he reckons as much above 90; as if he has 
TA N f 32, 
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325 33, or 343 he reckons 92, 933 945 
and ſo on. Tat | 


— — 


Of the PI c aux. 


E who can make up 3o, part in Hand, 

and part by Play, before the other 
has told any thing, reckons them for 60; 
and this is called a Picque. "7 

It muſt be obſerved here, that when he 
makes his 3o, if he ſhould by. Miſtake, 
omit ſaying 60, and reckon only 3o, and 
ſo go on with 31, 32, and then playing 
the Cards out ſo, he thould afterwards re- 
collect his Error, and reckon 30 more for 
the Picque; he is not to loſe the Benefit 
of his Picque. 

But, if he has marked up his Game; 
and the Cards are cut, and diſtributing fot 
the Deal following, it is too late to recall, 
and his Game muſt ſtand as it is marked. 


8 6 
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{| Of the Ca por. 


E who wins all the Tricks, inſtead of 
reckoning 10, which is his Right for 
Winning the Cards, reckons 40, and this 
15 called a Capot. a_—_— 


18 


PrcqQuer. 101 


I ſhould have obſerved before, that when- 
ever the Points, the Tierces, Quartes, or 
9uints, are equal in both Hands, neither 
is to reckon any thing for them; tho” at 
other Games an Advantage in this Caſe is 
given to the firſt in Play, or the eldeſt 
Hand. 2 


* ꝗäò,ä — — 
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Accidents which happen at this GAM x, 
and the Penalties which attend it. 


IRST, if the Dealer by Miſtake, or 
otherwiſe, ſhould give a Card too 
many, or too few, it is at the Election of 
the Eldeſt Hand, either to play the Game, 
or make him deal again. FE 

If the Eldeſt, having 13 Cards dealt 
him, reſolves to play (you muſt obſerve. 
there can be but 7 Cards in the Stock, if 
the Dealer has bis 12) in this Caſe he 
muſt lay out 5 Cards, and take in but 4. 

If he plays when he has but 11 Cards 
dealt, he muſt lay out a Card leſs than what 
he takes in. . ; 

And the Dealer is to do the ſame, if-1r 
or 13 Cards fall into his Hand ; bur it is 
only in the Choice of the Eldeſt to play, 
or make him deal again. | 


F 3 


—_ —— — 
2 


to2 The ComeLeaT GAMESTER. Part J. 


If one ſhould. have 15, or but 9 Cards 
dealt him, which may happen when the 
Dealer does not think of what he is doing; 
in this Caſe the Cards muſt be dealt again, 
and neither have Power to hinder it. 

He that has a Carte - blanche, Point, © uints, 
or Quatorzes, in his Hand, and plays down 
a Card before he remembers to name it, 
loſes the Benefit thereof; and ſo he does 
of every thing that is to be told in Hand, 
if he does not name them before he play. 
down. * "Urry 
If one Party names his Point, and the 


other allows it to be good; if he does not 


remember to ſhew it before he plays down 
a Card, it is good for nothing to him, 
and he muſt nor reckon it. 

So it he ſhould name Tierces, Dwuarts, 


or Duints, and not ſhew them before he 
42 plays down, he loſes the Advantage of rec- 


oning them. 
On the other Hand, when this happens, 
the Dealer ſhalltell his Points, Tierces, Duarts, 
or 9uints, Kc. tho* they are not ſo good 
as the others. An 
But he muſt likewiſe ſhew them before 
he plays down to the Leader's Card, other- 
wiſe he loſes the Right of reckoning them, 
as well as the other, 4 
He that has Threes, or Quatorzes of Aces, 
Kings, Queens, Knaves, or Tens, is not 
obliged to ſhew them. It 


Picqu'er. 103 


If one ſhould count a Three, or Quatorze, 
which he has not in his Hand, tho' he laid 
it out by Miſtake, or otherwiſe; if the o- 
ther finds it out at any time before the Cards 
are cut for the next Deal, he cuts him off 
from all he reckoned, and he is to count 
nothing that he got by that Deal. . 

If the eldeſt thould count 3 Aces when 
he laid out 1 of them, and the other 
3 * or any thing elſe; he.ſhall count 
his 3 Kings, tho' he does not diſcover the o- 
ther's falſe Reckoning till the End of the Deal. 

Obſerve, that tho' he who reckons falſe, 
can count nothing by the Deal; yer what 
he has in his Hand may hinder the other, 
and fave a Picque, or a Repicqume. 


As for Example, he who counts 3 Ace 
falſe, and has a Quint-Major in his Hand 
tho' he cannot count for it, yet it cuts the 
other off from counting any inferior Quint, 
Quart, or Tierce. LIN 7 
He that takes in a Card more than he 
lays out, incurs the ſame Penalty, and counts 
nothing. | 1 
But he that takes in a Card leſs than he 
lays out, may count his Game. | 
He that has a Card leſs than his Num- 
ber, muſt play Card for Card with the o- 
ther, as long as his Cards laſt, | 
When one has 12 Cards, and the other 
but 19; if he who has the 12 Cards, ſhould 
E 4. win 


104 The CouPLEAT GAMESTER. Part J. 


win 10 Tricks ſucceſſively, then he has 
2 Cards left in his Hand, which we will 
ſuppoſe to be the King of Spades, and 
any ſmall Card of another Suit; the Other 
has but 1 Card, which we will ſuppoſe 
to be the Ace of Spades: If the firſt plays 
his ſmall Card, the other. muſt play the 
Ace of Spades to it. Thus he ſuffers 
Capot for want of another Card; and this 
ſeems juſt, becauſe it was his own Fault 

that he wanted a Card. . 
When a Card is once played out of 
Hand, it cannot be taken up again, unleſs 
it be in the Caſe of a Renounce; if then, by 
miſtake, one ſhould throw down a Card of 
a different Suit when he has one of the 
ſame in his Hand, he may take it up again, 
and play down the other. 
It the Leader ſhould play a King, and 
the other having the Ace of the ſame Suit 
in his Hand, fhould in ſurprize play a ſmall 
Card of the ſame ſort, he cannot recall ir, 
but muſt be content to loſe the Trick. 

If one Perſon has 3 Aces in his Hand, 
and by Negligence ſhould count 3 Kings 
inſtead of his Aces, he counts nothing that 
Deal: - | 
Provided, he does not recolle& his Miſ- 
take before he plays down his firſt Card; if 
he does, in all the aforementioned Caſes he 


faves the Penalty. 4 


| PrcqQuer. "= 
If when the Deal is half played out, one 
of the Parties expecting to win no more 
Tricks, ſhould throw: up the Cards, and 
mix them with the reſt; if he repents after, 
and would take his. Cards up again, he is 
not allowed: But if they are not mixed: 
with the reſt, he may take them up again, 
and play our the Deal. : | 
When the Cards are played our, except 
2 or 3 on one Side, and one; ſuppoſing: 
the other's Cards to be better than his own, 
ſhould throw them down; but finding himſelf 
miſtaken, he takes his Cards up again after,. 
he ſhall be obliged to play which of the 3 
Cards the other directs him. | 
It is not allowed in any eaſe to diſcard! 
twice: As for Example: | 
He who takes in firſt, lays out 4 Cards; 
therefore he is to take in but 4: If by the: 
outſide, or any other Means, he ſhould 
know the fth to be a good Card, and' 
offer to lay out another in order to take: 
it in, the other muſt not allow him to do it. 
And the Rule is the ſame in reſpect ot 
the Dealer : If he does, not take all the: 
Cards that are left him, after he has once diſ- 
carded, and taken in, he can diſcard no more, 
tho' he has not looked on the Cards he takes in. 
Nor is it allowed before diſcarding to- 
look to examine the Cards you are to take 
in, even on the outſide, left they ſhould! 
be known by their Backs. 
v5 Ho: 
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He that takes in firſt, ſhould always tell 
how many he leaves, if he does not take in 
all his 7; that che other may diſcard ac- 
cordingly. 

He that takes in a Card too many, and 
perceives it before he looks on them, may 
turn it back again. 

Unleſs he mixes them with the reſt of 
his Game; in which caſe he loſes the whole 
Profit of that Deal, and reckons nothing 
as is obſerved before. 

If any one takes the Cards to deal when 
it is not his Turn, and ſhould deal them all 
out; and if the other has examined his 
Cards, provided he that dealt by Miſtake 
has not looked on his Cards alſo; he may 
throw them up to be dealt by the other. 

If the Perſon who is to ſpeak firſt, ſhould 
ſhew a Point, or a Tierce, Quart, or Quint, 
Kc. ora Three, or Quatorze of any thing, 
which the other two ſhould allow to be 
good; if, after this, he ſhould find he was 
miſtaken, and that he has a Better of that 
ſort than the Eldeſt ſhewed, he may count 
it afterwards : And he ſuffers nothing by 
this Miftake, provided there be not a Card 
played down. 

The Carte-blanche, as we told you before, 
is always firſt told, and muſt be ſhewed 
upon the Table, whether in the Hand of 
the Dealer, or of the other. wy 

| C 
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He that has nothing in his Hand but the 
Carte -· blanche, ſaves a Picque or a Repicque. 
If you ſhould have in your Hand 3 Aces, 
; Kings, 3 Queens, 3 Knaves, or 3 Tens, 
and in diſcarding lay out 1 or either of 
theſe, you are to count but 3: Then the- 
other may ask you which Ace, which 
King, &c. you laid out, and you are ob- 
liged to tell him; and if he requires it, 
you muſt ſhew him which you laid our, 
If it ſhould happen that the Pack ſhould- 
be falſe, (as ſometimes there may be 2 
Cards of a ſort) when it is found out, that 
Deal goes for nothing; but if you have 
played ſeveral Deals before, with the ſame. 
Pack, they are all good. TE” 
If the Pack ſhould be found falſe, the very: 
firſt Deal you play you mult adjuſt the Pack, 
and begin again ; but you are not to cut again - 
for Deal, for the firſt Cutting ſtands good. 
Every Gameſter is to lay his Diſcard near- 
_ himſelf, which he has the Liberty of look- 
ing on as often as he pleaſes. 

le that cuts the Cards is not to look at the 
bottom; if he ſhould, forgetting what he was 
about, they muſt be ſhuffled and cut again. 

When the Cards are cut neatly, that is, 
without ſcattering or diſplacing, and nei- uy 
ther have ſeen the Bottom; 15 the Dealer no | 
by ſome outward Mark ſhould know it to- wml 
be a bad Card for him, and ſhould deſire 

| F. 6:. ' "CES 
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the other to cut again, he ought not to 
conſent ; and the Caſe is the ſame if he 
that cuts ſhould 4 to know it to be 
a good Card for the Dealer: For the Cards 
are never to be cut twice, but in the Caſes 
before mentioned. | | 

Whoever is found taking a Card in, that 
he had laid out beforc, loles the Game. 

When, by Miſtake, one has taken a 
Card in, more than he had laid out, and to a- 
void the Penalty, which is, of reckoning 
nothing that Deal, he ſhould attempt ſe- 
cretly to lay it out again, he is to lole the 
Game. 

This Game is always played with Lur- 
ches, unleſs it be firſt agreed on to the 
contrary z that is, when the Loſer cannot 
make up Fo, before the other wins the 
Game, he is to pay him double. 

If they play for a Guinea a Game, he that 
is lurched loſes T wo. 


Of the POOL. 


HE Pool is another way of playing 
Picquet, only invented for Society; 
it is in every reſpect played the ſame way 
with the other Game; but it is a Con- 
trivance to bring in a Third. As for Ex- 
ample: . Three 


* 
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Three Perſons are to cut, he who cuts 
the higheſt Card, ſtands out the firſt Game, 
for it is held an Advantage to be out firſt. 
Then the others are to cut for Deal, as is 
before directed; if they play for Guineas, 
they are to lay down a Guinea a- piece, which 


at makes 3 Guineas : 'Then he who loſes 
the firſt Game Jays down a Guinea more, 
0 and goes out, and he who ſtood out be- 


» fore, fits down. If the firſt Gameſter beats 
g him alſo, he ſweeps the Board, which is 
called winning the Pool]: And the Loſer 


fo muſt lay another Guinea to it. 
But if he who won the firſt Game, loſes 
. the ſecond, he pays his Guinea, and makes 
e room for the other: Thus it goes round ſome- 
t times, till the Pool amounts to a great Sum 
e You muſt obſerve, the Pool is never won, 
till one Perſon gets two Games ſucceſſively. 
u Every Perſon that loſes a Game, lays 


down a Guinea to the Pool. | 

When any Perſon is lurched at this Play; 

7 he lays down one Guinea to the Pool, and 
pays another to him who lurched him. 

This is all that can be ſaid upon Prequet ; 

the Directions are ample enough to inſtruct 

o WH any Perſon in the Game. As to the Art of 

; Playing well, in order to win, which. con- 

y WI fiſts chiefly in playing the Cards, I think 

- it cannot be demonſtrated any way by Di- 

-rection. It is a Science which muſt be ac- 

| , quired 
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quired by Practice, or by obſerving Thoſe Ml 
who are very expert in it. 


— — — 
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The FRAUDS of PICQUET. 
ICQUET is now become ſo common, 
P that even the meaneſt People have 
cen inſtructed, and let into all the Tricks, 
and Secrets of it, in order to render them 
compleat Shapers. This Game is liable to WM v: 
great Impoſition. | 
 Breef-Cards may be uſed here for Catting, 
as they are at Yhisk. Of Theſe there are 
two forts; One longer, than the reſt: And 
the Advantage gained by them, is as the A4. 
verſary manages it, by Cutting the longer, 
or broader, as beſt ſerves his Purpoſe, or im- 
poſing upon the Dealer when it is his Turn, 
to Cut thoſe which make moſt againſt 
them. | 
I ſhall next mention ſome things relating 
to Picquet, which are equally applicable 
to all other Games at Cards, viz. Marked 
Cards. 326 | 
It cannot be denied, that to know the 
Aces, Kings, Queens and Knaves, is the 
principal Part of this Game; and all other 
Games at Cards, eſpecially, ſince by this 
means, any Card you defire may be ſecured 
at Pleaſure. | -”" uk 
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Firſt then, I ſhall ſkew how I have known 


Cards marked. 


I, Aces with one Spot, at the op- 4 0 ' 
polite Corners, thus 8 
II. Kings with Two Spots, thus 

III. Ogeens with one Spot, tra- f Q 
verſed, thus 2 

IV. Azaves with Two Spots 
thus | ; 1 


The next Difficulty will be to mark the 
Cards in ſuch a Manner, that They may 
not be diſcovered by your Adverſary, and 
at the ſame time appear plain to your Self, 
which is to be thus effected. 

Make a fine pointed Pen, and take ſome 
clear Spring- Water, and make your Dots 
upon the glazed Cards at the Corners ac- 
cording to the Directions above, and they 


will paſs if they are well done; you may 


Colour your Water with Indian- lukł to 
make the Marks more or leſs conſpicuous, 
as you will beſt judge by your Eye. 

5 Fo Thirty- 
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Thirty-two Cards are the Number made 
uſe of at Picquet, ſo that juſt half of them 


will be 'known to you; and in Dealing you 


may have an opportunity to give your ſelf 
thoſe: you Jike beſt ; and if you cannot con- 
veniently change the Pack according to 


your Deſire, you will commonly know 


what you are to tate in, which is a demon- 
ſtrative Advantage to win any one's Mo- 
ney. | 


All we ſhall add, is, Mr. J}cherley's 
witty Simile on this Game, viz. 


InCovars, as at Picquer, aſhuffling King, 


Does the Top Cards, oft tothe Bottom bring; 


Aud in Courts 200, as at Picquet, we've ſee 


Good Cards diſcarded, and worle taken in. 
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HIS is reckoned ore of the moſt Po- 

lite Games on the Cards; and only 
fit for Perſons of the Firſt-Rank to play 
at; by reaſon of ſuch great Loſſes, or 
Advantages, as may poſſibly fall on one 
Side or other. 

It is, in its Manner, pretty much like 
The Royal. Oat- Lottery; and as That, by 
the Lottery- Man's having 7 Chances, in 
the 32 Figures, muſt certainly ſtrip all Ad- 
yenturers in a long Run, ſo the Dealer, 
who keeps the Bank, at BASSET, hav- 
ing the ſole Diſpoſal of the ſirſt and Jaf 
Card, and other conſiderable Privileges in 
Dealing the Cards, has (without doubt) 
a greater Prof} of gaining than thoſe 
who Play: This was a Truth ſo acknow- 
ledged in France, that the King made a 
public Edict, that the Privilege of a Tal- 
liere, or one who keeps the Bank at Baſſer, 
ſhould only be allowed to Principal-Cadets, 
or Noblemen's Sons, ſuppoſing, that who- 
ever kept the Bank, muſt in a very ſhort time 
8 a conſiderable Eſtate. Lr 

ut all other Perſons, for fear of ruining 
private Families, were, There, confined Po- 
litically 
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litically to a Twelve-penny Bank; thy 
Here, they have the Liberty of ſtaking what 
> Mr | 


1 
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I, HE Talliere, is the Bank- Keeper ; 
who lays down a Sum of Money 
before all that Play, to anſwer every win- 
ning Card which ſhall appear in his courſe 
of Dealing. es. 

2. The Croupiere is one who is afliſtant 
to the Talliere, and ſtands. by to ſupetviſe 
the loſing Cards; that when there are 1 
conſiderable Company at Play he may not 
loſe by overſeeing any thing which might 
turn to his Profit. . 

3. The Punter is every Gameſter, who 
plays. i | 

4. The Faß, is the firſt Card that is 

turned up by the Talliere, belonging to 

the whole Pack, by which he gains half 

the Value of the Money that is laid upon 

every Card of that Sort by the Punters. 

F. The Couch is the firſt Stake that e- 
very Punter lays upon each Card, every 
one who plays having a Book of 13 Cards 

before him, upon which he may lay bis 
4s Money 
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Money, more or leſs, according to his 
Fancy. | 
6. "The Paroli is explained thus, who» 
erer won the Couch, and having a mind to go 
on to get a Sepi-et-le-va, you crook the 
Corner of your Card, letting your Money 
lie, without being paid the value of it by 
the Talliere. | 
7. The Maſe is when thoſe who have 
won the Couch, and will venture more 
Money upon the /ame Card, who know, 
or ought to know, the great Advantages 
the Talliere has, and therefore ſhould be 
wi enough to make the beſt of his own 
ame. N 
8. The Pay is when the Punter has won 
the Couch, and being fearful to make the 
Paroli, leaves off; for by going the Pay, 
if the Card turns up wrong, he loſes no- 
thing, having won the Couch before; but 
if by this Adventure, Fortune favours him, 
be wins double the Money that he ſtaked. 
9. The Alpien is much the ſame as the 
Paroli, and, like that Term, is uſed when 
a Couch is won by turning up, or crooking 
the corner of the _— Card. 2 
10. Sept. et- le- va is the firſt great Chance 
that ſhews the Advantages of the Game, 
viz. If the Panter has won the Couch, and 
then makes a Paroli by crooking the Cor- 
ner of his Card, as is ſaid before, and go- 
| ins 
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ing on to a ſecond Chance, his winning 
Card turns up again, it comes to Sept et. . 
va, which is ſeven times as much ag he 
laid upon his Card. - | 

11. Duinze-et-le-va, is attending the 


- Punter's Humour, who perhaps is reſolved 


to follow his Fancy, and ſtill lay his Mo- 
ney upon the ſame Card, which is done 
by crooking the third Corner of his Card, 
»” hich coming up by the dealing of the 
Talliere, makes him win fifteen times 2 
much Money as he ſtaked. 

12. Trent-et-le-va is marked by the lucky 
Punter, by crooking or bending the End 
of the fourth Corner of his. Card, which 
coming up, makes him win 33 times as 
much Money as he ſtaked. 


13. S$0iſſant-et-le-va.is the higheſt Chance 


that can happen in the Game, for it pays 
67 times as much Money as is ſtaked, and 


is ſeldom won but by ſome Punter, who 


reſolves to puſh the Extream of his good 
Fortune to the Height: It cannot be won 
but by the Talliere's dealing the Cards over 
again, which, if his winning Cards turn 
up, Pays him with ſuch a predigious Ad- 
vantage. 

And, as it hath been often ſeen at the 
Royal. Oat Lottery, a Figure come up, that 
by ſome Guineas laid on it in full, by the 
winning 28 times as much, has * 4 

| a aky 
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0ak, ſo by the Courage and extraordinary 
Luck of a puſhing Punter at this Game, 
ſme great Stake with Soiſant- et- le- va may 
urn up, and by that means break the Bank- 
Keeper. . 

But this very rarely happens; the Talliere, 
like the Lottery- Man being a great deal 
more likely ro break the Gamett rs than 


they Him. | 
; #1 
The ORDER of the GAME. 

The Players fit round a Table, the Tal- 
lere in the midſt of them with the Bank of 
Gold before him, and the Punters each 
having a Book of 13 Cards, laying down 
I, 2, 3, or more, as they pleaſe ; with 
Money upon them, as Stakes; then he 
takes the Pack All together in his Hand and. 
turns them up, the bottom Card appear- 
ing, is called the Faſſe, and pays him half 
the Value of the Stakes laid down by the 
"unters upon any Card, of that Sort. 


The MANNER of PLAY. 


After the Faſſe is turned up, and the Tal- 
lere and Croupiere, have looked round the 
rds on the Table, and taken half the 
Advantage of the Money laid on them, he 
roceeds in his Deal, and the next Card 

appear- 
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appearing, whether King, Queen, Ace, 
ar whatever it be, wins for the Panter ber 
who may receive, if he has laid Money on {Wa 
ſuch a Sort of Card, the Value: or, making de. 
Paroli, go on to a Sept-et-le-va. The Cad in 
after that wins for the Talliere, who takes fe. 
Money from each Punter's Card of that pen 
Sort and brings it to his Bank. 15 
The Talliere, if the winning Card be il 
King, and the next, appearing after it, be 
a Ten, ,/ays (ſhewing the Cards that appear 
to all the Punters round) King wins, Tey 
loſes; paying the Money to ſuch Cards 2 
are of the winning Sorr, and taking the 
Money to ſupply his Bank from thoſe who 
loſe ; this done, he goes on with the Deal; 
as, Ace wins, Five loſes; Knave wins, Seven 
loſes z and ſo every other Card alternately 
winning, and loſing, till all the Pack be dealt 
but the laſt Card. 

The lat Card turned up is an Advantage 
to the Talliere, becauſe by the Rule of the 
Game, which was-contriv'd for his Benefit, 
tho' it be turned up, and the Punter may 
happen to have ſtaked upon one of the 
ſame Sort, yet it is allowed as one of hi 
Dues in Relation to his Office, and he doe 
not pay any thing. Bk 

The bold Punter, who is Lucky and ad- 
venturous, and can puſh on his Couch with 1 

conſiderable Stake to Sept - et- le- va, Duinzt 
et- le- vn 
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ce, Me. va, Trent- et · le- va, &c. muſt in a won- 


n Lerful manner multiply his Couch, or firſt 


on stake; but this is ſo ſeldom done, conſi- 


ud in Compariſon to the Bank's Profit; that a 


ez perſon of the leaſt Diſcernment, may eaſily 
perceive how very advantagious this Game 


1s, in Favour of the Talliere. 


of quite another Kind than it is in France; 
for they are compelled by the King's Aurho- 
ity, only to play at a twelve Penny Bank, 


dation in a Family: But our Punters in 


|; Wr2/2nd have the Liberty to ſtake whatever 


ven Wic'y pleaſe, from one Guinea, to one 100 
cy WP! higher, upon a Card, as is often ſeen 


att Court. hen, the Couch being al- 
en A, or paroli d, ro Sept-et-le-va, Duinze- { 


ge eva, Trent-et-le-va, Cc. is extreamly 
the o the Punter's Profit, who by the Advantage 
fr, Wt the Multiplication muſt raiſe his Couch, 
r Stake (if he be ſo couragious to make it 


the MF aluable) to a very extraordinary Sum: And 
his be be ſo befriended by Fortune to bring 


hut, it is probable, the Talliere is not able 
0 pay. 


But 


gering che Frequency of the Punter's Loſſes 


The Liberty that is uſed by our Engliſh 
puſhing Adventurers at this Game makes it 


where the Loſſes, or Gains, cannot bring De- 


to Soiſſant - et · le- va, he is very likely to 
reak che Bank, by gaining a Sum ſo bulky, 
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But this ſo rarely happens, that it is 
only a Decoy for the Punter to urge him 
to venture his Stake boldly : The Talliere's 
certain Advantage, for all this ſpecious De- 
monſtration of the Punter's Probability of 
winning, being plainly obvious and unan- 
ſwerable, as ſhall farther appear. 
SGiuppoſe Ten, or any other Card wins 
for the Punter, if another Ten comes up 
juſt after, in the winning Card's Place, it 
does not win for him, but for the Bank; 
but if it comes up three or four Cards after 
that, it wins for the Punter: If Ace, or any 
other Card wins at firſt, and afterwards 
comes up again in the next winning Card's 
Place, it does not go, but is ſaid to retire; 
till the next Opportunity, becauſe by the 
Rule of the Game it mult go for the Bank 
before the Punter. : 

But then in Return of this, and art- 
fully to gain the Eſteem of all the young 
Adventurers who are apt to ſet their Money 
briskly, if the Card happens to come in 
the next long Place, it does not Joſe, 
becauſe it has not gone for the Punter, but 
alſo retires without paying the Bank, having 
won a Couch, which the Talliere ſaves, and 
ſhould have paid. 

To conclude, this Game, like the Nopal 
Oak Lottery, is of ſo 3 a Nature, 
by reaſon of ſeveral ſpecious Multi _—_ 
| | an 
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and Advantages, which, ſeemingly, it offers 
to the unwary Panter; that, a. great many 
like it ſo well, they will play at /mall Game 
rather than give out; and rather than not 
play at all, will, punt at a Six-penny, Three- 
penny, Nay. a two- penny Bank, ſo much 
the Hopes of winning the Quinze- ei- lo- vn, 
and Trent-et-le-va intoxicates them; but the 
Judicious Player, whole Love of Gaming 
does not exceed his Underſtanding, will not 
engage at it, or if he does, will play fo 
warily as not to be drawn in, by ſpecious 
Advantages, ſince it is moſt certain that it 


cannot be upon the Spuare, and that the 


Tallier if he pays you 20 Guineas in one 
Night's Play, only gives you Opportunity, 
to loſe an Hundred in another. | 


—— 


"I 


The FRauDs'of BASS E. 
* the Game of Baſſet, the Cards do not 
always go, as they do at Fare, which is 
called Ne va pas. | 
The Cards may be ſo played at Baſet, 
as not to allow the Punter any Winning- 
Place throughout the Pack. If this 
proved, then it may be juſtly ſaid, that it 
is in the Power of the Dealer to let the 


Funter have as many Winning - Places as he 
thinks convenient and no more. 


G =” 
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Ne va pas - - « - Knave 


: Loſes - - - » Knave 
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Knave 


Fa... 
Lofes - —— - - 4 
Ne ba ha +» + - Knave 
Loſes 8 
Ne va pas 9398 8 


Ne va pas, and ſo 8 
on throughout 4 


— — 


Koe 


— 


Ji, Demonſtrated, the next Thing to be conſi dere in 
bow i theſe Cards muſt be placed to involve them ini 

this or any other Form, which I take to be the Baſi, 
| and, rightly underſt od, «vill produce vaſt Variety 
| er Example, Suppoſe now for. Brevity"s ſake, I take 
only 12 Cards, ehich is as ſufficient a Demonſtration, 
as if 1 made uſe of the whole Packs 


8 
S 
R 


Loſes 

Ne va pas 

Loſes 

Ne va pas, and ſo on 
to the Bottom 


ter 


— 


Card 


BAS RTI 


WN 
Cards lad ths * om top to bottom, they coma 
into 1 Form, vix· eee 

K e HRS. 1 5 : 
e Knave 9 20 
Knave 8 

8 

Kuave | & . ' 

Kuave Knave 

4 4 

8 Sed; ee 

EF | e d 
4 Knave 

$ 4 

8 N Knave 


Now ſhuffle and part every Card over and un- 
der, and they are involved according to your In- 
tentions. 

Knave, Licks 4, Knave, 8, 8, Knave, 8, 4, 4. 51 
Inverted thus, 
Knave 
Kuave 


* 
mas: , 
8, and ſo on, as in the Table. 


1 may be woe without a ſecand Operation, 


which, I 174. is a — Proof 191 Numbers may 
be changed into many Forms, and from as few or as many 

Cauſes as you think proper; hut rememb r this, That it 

requires plant Fingers as much as the Harpicor 1, 

without which you will never perform finely. From 

theſe and other preceding Rules that I havs chſerved to 

Ju, I think really, without troubling you any farther, 

you may draw all Cmſequences to be wiſh? 'd or expctied 

in a Pack of Card.. 

You are to conſi der, that the Banker commonly 
Shuffles and Cuts at Bet; and in order to prove 
what T have often ſaid, viz That a Pack of Cards 
may de changed into any Form whatſoever, and 

G 2 bat 


* \ * - 2h a * 
- n * 
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that even by a School boy when the Principles ar 
ſet down, I will give the following Example, 
Suppoſe a, b, c, 4, f, g, þ to be certain 
Cards beſt known to yourſelf, it cannot be thought 
a difficult Task to join 4 to e, ö to f, c to g, an 
d to b, and farther to continue to 52 in the ſam 
Order. 
This was allowed a fair Way to Shuffle, and 
from the Conſequence'of this Rule you may vary 
ten Thouſand different Ways and more: I ſhall i: 
. Lance che Changes that are in 3 Figures only u 
. *prove the Variety im a Pack of Cards, vix. 


lk ©©@« A He@S « _ Woh 


128 8 0 
. 4 
1 { 
. 
; 3- FS. 1 ft 
| I 7 1 Six Chan "ro n 
Now if-theſe Fight Leiters (Which T ſuppoſ i 
Cards) were dra vH throtigh your Hand from top ty 
bottom, as praiſed kr” Eye, then the Letters inf 
changed to - tA | b 
b a b | 
b 4 a; Is 
ld 1 1 f. | 3 a1 
Thie praiſed: 3 ar.4 times, vou vill readi Fl 5 
come e Wehe Manner, and be capable ( 
of changing Numbers to come into their appointed 
Places; but I ſhall ivſtantly open your Eyes, and 1 
deſtroy the Charm; Shuffle the Cards well and take 
care they are not changed upon you, then bid De 
fiance to the Dealer. 2 | \ m 
The Sums of Money loſt in France, at this Gan tt 
were fo conſiderable, that the Princes of the Blood 
were in Danger of being undone ; and after man 4 
Perſpns of Diftinftion were ruined, the Court 
France thought fit te» forbid Baſſet, as we have, * 
bove, obſerved. Then Faro was Invented and Bou f 


were ſoon introducec| into England, and after 3 xr 
Years play here, tt impoveriſhed ſo mi, 
} 


BASS E x. 5.6 


milics, that the legiſlative Power took... 
it into their Conſideration to iſſue out Or- 
ders, which have ſuppreſſed all common 
Gaming-Houſes whatſoever. | * 


— , 
— 


The Royal Game of Cnrss., 

LY SHOULD firſt Inform, my Pupil, 
that this Game repuires Conduct 
and Attention, and even good Rea- 

ſoning ; To that I believe it is a juſt Remark, 

that, 4 Fool Fever played it well. 

If. It has one thing peculiar to it, which 
Is, that the Incidents. and Turns are fo 
many, and ſo various, that it will be found 
both delightful and entertaining, even where 
People play for nohing; which can hardly 
be ſaid of any other Game, 

III. The Theatre upon which this Game 
is aCted, is a chequered Board, half Black, 
and half White, painted like a Draugbt- 
i r, which may ſerve for this Ule upon 
ble Occaſion. | 
4 IV. The Game is performed by two lit- 
an . . 
eile Armies drawn-up, in Order of Battle, 
De oppoſite to cach other; each Army is com- 
manded by a King, and ſeveral great Officers, 
tho” when you come to examine them cloſe, 
This King is no more than a Piece of Stick, 
or Ivory, as are all under his Command. 

V. The Officers (including the King) con- 
lit of Eight principal Perſons, who are ſized 

e add accord» 
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according to their Dignity, and have their 
particular Titles and Qualities. | 

VI. The common fort conſiſts of Eight 
Pioneers, one ſtands before every Offiter; theſe 
are called Pawns, and are bat low of Stature. 

VII. The King is the firſt, and wheneyer 
he is Loft; the Batle is at an End. 

VIII. The Queen is next in Degree, who 
bears her Royal Husband Company in the 
War; ſhe does not only animate him with 

her beautiful Aſpect, but likewiſe defend 
kim when in Danger, and attaek his Enemies 
IX. The two Rooks ate next in Degree to 
1 een. | 
X. The two Knights are next to them, who: 
do great ſervice gener4lly in the beginning 
of an Action, Tp are very furious for ſome 
time; but towards the End they are not ſo 
ſerviceable. 
XI. There are two Biſhops likewiſe (for tho 
Army mult not be without Chaplains) which 
are of moſt ſervioe towards the End of an 
Ackion: Perhaps the Reader may think it is 
to aſſiſt the dying: Men, but we ſhall give 
him to underſtand preſently, that they have 
| ſomething elſe to do. 

XII. Theſe in Prench are called les Fon: 
that. is, the Fools; but who it was that firt 
tranſlated that Word for Biſhops I cannot tell 

XIII. The next are the Pawns ;. who, 
tho” they are no other than common S2aldiers, 
yet when they are well commanded, they 
lometimes perform great Actions. 

Wo | XIV. Thc 


o a 
— 
: / 
\ 
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- XIV. The Merhod of 8 up this 
litle Army; is as follows: The Eight prin- 
cipal Figures are to be placed in the — 
el Rank of the Board, next to the Game- 
ſter, in this manner; Firſt, the Xing 
upon the fourth Spot from the Corner, which 
is White; his Queen is to be placed upon 
the Black Spot on his Right» hand; the two 
Biſops are to ſtand one next the King, the 0» 
ther next the OQgeen; the Knights upon the 
fides of the Biſbops; and the two Rooks, one 
in cach Corner. The Pawns are. placed 
juſt in the Rank before them, to ſerve as 
their Rampart : Thus the Poor are only 
made uſe of to defend the Great. [1 
XV. The Other Army muſt be drawn 
vp on the oppoſite End of the Board in 
the ſame manner; and left they ſhould 
not be diſtinguiſhed when they come to be 
mixed, one Army is always cloathed in Black,. 
the other in White. | 
XVI. The King is very grave and ſolemn 
in his Pace, ſo that it may be ſajd, he 
moves with a great deal of Majeſty; his 
March is flow, and he only moves from one 
Chequer to another; forward ina Line, or 
ſideways in a Line, or backward in Line. 
XVII. If he mects. with any Scout of 
the Enemy's in his way, he may take him 
Priſoner, and Place himſelf where he ſtood; 
and when it is his turn to move again, he 
may go backwards, ſideways, or retire. 


G4 XVI vou 
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- XVIIE. You muſt obſerve, that the Game- 
ſters muſt move by Turns, as they do at 
Doane. ©: alt $4 03 5:4 2 
XIX. Some maintain, that the Xing may 
at his firſt Motion go over three Chequers at 
once, either forwards or ſideways, or take 
an indirect Jump, as the Anight does, 
which ſhaltbe explained hereafter: but the 
Game is ſcarce ever played ſo, for theſe 
quick Motions do not ſeem conſiſtent with 
the Statelineſs of a King. The moſt he 
can do, as it is now played, is to pals over 
one Chequer the firſt Motion; but after that, 
he can only move from Chequer to Chequer, 
in the manner before deſcribed. | 
XX. The Queen, according to the Light- 
neſs of her Sex, may paſs from one end of 
the Board to the other at one Movement, 
either in a Line forward, or in a Line ſide- 
ways, provided the Paſſage be clear; and 
if any of the Enemy ſtand in her way, ſhe 
may take him Priſoner, and ſtand in his 
place. By this you may {ce the QOgeen is 
her Royal Conſort's beſt Defence, and is 
generally moſt forward to attack the Enemy. 
XXI. The Biſhop has a Motion. hard to 
be deſcribed upon Paper; it is neither di- 
realy forward, nor altogether ſide ways, 
but betwixt both; it is an oblique Move- 
ment, he may either move from Chequer to 
Chequer, -or run along a whole Row, ac- 
' cording as he ſees his Advantage to ſnap an 


Enemy. 
XXII. One 
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XXII. One Biſhop 8282 black Che · 
uer, and che other upon a White; he who 
ande upon the Black, moves upon a black 
Row; and never touches the White; he that 
ſtands upon White, never touches Black. 

XXIII. Tho Kinipht hus but one way of mo- 
ring, which is a very odd one; fo he jumps 
from Black to White; and from White to 
Black : In this Motion he jumps over 1 Che- 

t not directly forward, but moves in the 
the Form of a Demicircle; and if one of the 
Enemy ſhould ſtand next to him he can (to 
new his Agility) jump over his Head. 

XXIV. An Officer, or a Paus of the Ene- 
my's, may ſtand hext to a Nuigbt or a Biſbop, 
without danger for theſe being confinedi to 
One way of moving, can hurt nothing but 
whit lies directly in That way. 

XXV. The Knight (as is before obſerved) 
is of great uſe in the beginning of the Bat- 
th Picton! — 2 — 

8 | 5 and up 
to tlie Ming, —.— he attacks, and to. ben 
he gives Chegus . Mate; but at the latter end 
of an Action, he has not the ſame Oppor- 
tunities, of exerciſing his Valour: Therefore 
the beſt Play is to employ him at firſt. 

XXVI. Giving the King Cheque-Mate, is 
ry rg in Danger; for it muſt be ob- 
terved, that whenever the King's Perſon is 
in danger of being taken by the Enemy, out 
of Reſpect to Royal Majeſty, notice muſt be 
given him by ſaying Cheque, that ſo he may 
either retire, or cover himſelf with ſome = 

8 
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his Men; for when he is taken, his Army 
is loſt, and there is an end of the Game. 
XXVII. If thoſe who put the Enemy's 
King into this Danger, ſnould omit ſaying 
Cheque ; they cannot take him. enge 
XXVIII. The Motion of the Rooks is in 
a direct Line every way; they can neither 
croſs the Chequers, as the Biſbops do, nor 
hop like the Knights: They may either move 
from Chequer to Chequer, or elſe as far 
as the Paſſage is clear. If any of the Ene- 
my ſtands in their way, to interrupt their 
arch, they may take him Priſoner, and 
ſtand in his Place, as all the others muſt 
when they take a Priſoner, till the next 
Movement. They are placed one at one Cor- 
ner, and the other at another Corner of the 
loweſt Row, in the ſame Rank with other 
Commanders. Thus they defend the Flanks 
of the Army, and guard the Quarters of the 
King and his Officers; but they are ſeldom 
put upon Action till after ſeyeral,Skirmiſhes 
and Repulſes: They generally do more Ser- 
vice than any, except the Queen. 
XXIX. The eight Pawns are placed in the 
Rank before the Commanders, one before 
each Officer. At their firſt Movement they 
may, if it be thought neceſſary, pals over two 
Cheques reckoning That they come from, 
for one; after that, they can- only move 
from Chequer to Chequer in a direct Line 
foi wards: But if one of the Enemy ſhould 
ſtand next to one of em in an oblique manner, 
they may take him. And if with the by 
| zar 
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zard of his Liſe, any of them ſhould make 


his way up to the firſt Rank of the Enemy, 
he is immediately preferred, and made an 
Officer; and the King may prefer him tothe 
Polt of any Officer he has loſt. | If the 
Queen herſelf had been taken Priſoner, ſhe 
muſt be exchanged for this Pa n. 
XXX. As to the Method of playing your 
Men at 1 is impoſſible to give any Di- 
or anno. e "ng Fancy, or 
a Man's particulat Deſign at Play: And the 
Occurrences that happen, and the various Dils 
poſition of che Enemy, will often force 
you to change your Meaſures. : 

XXXI. The great Error of thoſe who 
are not very perfect in this. Game, is, That 
they are apt to play. too. Open at the be- 
ginning of the Game, as if they.apprehend- 
ed no Danger while the Enemy's Army is 
at a Diſtance : But they ſhould remember, 
that The Queen, a Biſhop, and a Rook, can 
take a Priſoner from one end of the Board to 
the other, if he lies uncovered. 

XXXU. After ſome Movements, you 
will find it impoſſible to proceed without 
expoling your Men or Officers; therefore 
your good Players will give up an Inferior 
Officer, to take a Superior one, from the 
Enemy, For Example, you ſhould play 
your Knight juſt in the Jaws of a Rook, 
provided you had placed another Officer 
in 3 him. + 

5, *, * 
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vour to get behind the my, in order 
to attack the King, and give Chegus- Mate; 
that ſo by this means they may either Take 
him, or Block him up, and ſo win the Game. 
XXXIV. There are two Ways of Che- 
quering the Ning: The Firſt is, a Simple 
Cbeguer, whenthe Xing can eicher retire out 
of Danger, or cover himſelf with an Inferior 
Man, or take that Man who Cheques him. 
XXXV. The Second is, when the Ning 
is-ſo Beſieged and Over · powered, that he can 
neither move, nor defend himſelf, nor cover 
Himſelf with another: This is called Chegque- 
Mate, in which Caſe, the Game is loſt. 
XXX VI. This is all that can be ſaid to- 
wards teaching the Game of Che; and 
you may perceive, it requires Reaſon and 
good Conduct. It is a juſt Remark, That K 
whoever is a good Cheſs Player, cannot but WM 
make a good General of an Army, wherein 
there is room for an infinite Number of MW * 
Fine Stratagems and Turns. It is very dif- 


ferent from -moſt other Games, which ate “ 


tireſome and fatiguing, unleſs the Lucre of bi. 

what you play for draws your Attention. I 

The Game of Cheſs is an Entertainment for thr 
O 


Men of Senſe, Who without running the 
hazard of thoſe unhappy Events, which ſome- 
times attend high Play, may find an agree: 
able Amuſement, without Charge or Danger. 
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 (Pulgarly called Wa: * 15 
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HIS is a very ancient Game a- 
mong us; and is Maid: to be the 
Foundation of all the 2 5 
. upon the Cards. 

Very few Perſons. play. correctly at it; 
though there are many Pretenders, who are 
the caſieſt to be made, and' generally ae, 
made, the greateſt Bubbles. 

Conſiderable Sums of Money are layed: 
away at this Game; which has put Sharpers - 
upon Inventions to deceive and cheat-unwaty 
Players, as will be ſhewed in the Sequel. 

Formerly it was uſual to deal 4 Cards to- 
gether; but it is demonſtrable chere is no 


* The Original Deletion of this Gang, i is Whip: 
0 1 he Silent Game at Cards. 
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Safety in that Method ; but now the Cards 
are dealt round 1 and I ata Time, as the 


by ſecureſt an beſt Way. 


In playing your Cards you muſt "Tha Re- 
courſe altogether to your own Judgment; 
and tho' you have but mean Cards in your 
Hand, yet you may (by obſerving the Courle 
of the Cards) play them ſo ſuitable to thoſe 
in your Partner's Hand, that he may either 


Pe” cp. _ or play the beſt of that Suit on 


the Boa 

Tou 5 to have a ſtrict Eye on what 
Cards are played out, that you may know 
by that Means either what to play, if you 
lead, or how to trump ſecurely and advan- 


tagiouſly. Renouncing, or not following 


Suit when you have it in your Hand, is very 
foul Play; and he that doth it, ought to for- 
feit x, or the Game upon a Game, and he 
that loſeth Dealing, loſeth x, or a Trick, 
as you make it. 
At Ruff and Honours, by ſome called 
Slam, you have in the Pack all] the Duces, 
and the Reaſon is, becauſe 4 Perſons playing, 
Having dealt 12 a- piece, there are 4 left for 
the Stock, the uppermoſt whereof is turned 
up, and that is Trumps. He who hatn the 
Ace of Tramps Ru, that is, he takes in 
thoſe 4 Cards, and lays out 4 ; the 4 Ho- 


nours are the Ace, King, Queen, and Knave; 


he who hath 3 Honours in his Hand, his 


Partner ' 


. 
ls 
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partner not having the fourth, ſets up 8 by 
Cards, that is, 2 Tricks; if he hath all 4, 


then 16, that is, 4 Tricks. It is all one, if 


the two Partners make them 3, or 4 between 


them, as if one had them. If the Honours 


are equally divided among the Gameſters of 


each Side, then they ſay Honours are ſplit. 
If either Side are at 8 Groats, he hath the 
Benefit of calling, Can ye? If he hath 2 
Honours in his Hand, and if the other an- 
ſwers 1, the Game is up, which is 10 in all; 
but if her hath more than 2 he ſhews them, 
which is the ſame Thing; but if he forgets 


tg call, after playing a Trick, he loſeth the 


Advantage of calling for that Deal. 


All Cards are of Value as they are ſu- Fe 
perior one to another, as a 10 wins a 9, if 


not Trumps ; fo a Queen a Knave, in like 
Manner; but the leaſt Trump will win the 
ligheſt Card of any other Card: Where, 
note, the Ace is the liigheſt 
Some play. at two-handed, or three: hand- 
ed Mbiſt. If three-handed, always two ſtrive 
to ſuppreſs and keep down the riſing Man. 
They deal to each '12 a-piece, and thie 
Trump is the bottom Card. The Manner 
f crafty playing, the Number of the Game 
10, Honours and Dignity of other Cards are 
all alike z and he that wins moſt Tricks is 
moſt forward to win the Set. 
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He that can by Craft overlook his Ad- 
verſary's Game, hath a great Advantage; 
for by that Means he may partly know 
what to play ſecurely ;. or if he can have 
ſome petty Glimpſe of his Pattner's Hand, 
There is a Way 25 mak ing ſome Sign by 
the Fingers, to diſcover to their Partners 
what Horiours they have, or by the Wink 
of one Eye, it ſignifies 1 Honour, ſhutting 
both Eyes 23 placing 3 Fingers, or 4 on 
the Table, 3 or 4 Honours. . For which 
Reaſons all nice Gameſters play behind Cur- 
tains, . 
Dealing the Cards out by 1 and 1 round, 
to each Perſon, is the beſt Method of put- 
ing it out of the Dealer's Power to impoſe 
on you. But we ſhall demonſtrate, that, 
deal the Cards which Way you will, a Con- 
federacy of two Sharpers will beat any two 
Perſons in the World, tho* ever ſo good 
Players, that are not of the Gang, or in the 
Secret; and Three Poll One is as fafe and ſe- 
cure, as if the Money was in their. Pockets 
All which will appear preſently. The firl 
neceſſary Inſtructions to be obſerved at / hid, 
as Principals of the Secret, which may be 
likewiſe transferred to moſt other Games at 
o 
Bree Cards | 
_*. Corner-bend,  - - 
Middle-bend (or Kingſton-Bridge.) 
1 Of 


A Wulrs r: Or, Wnirsx. 5 


is a Card longer than the reſt ; the other, is 
a Card broader than the reſt. | 

The long Sort are ſuch as 3, 4, 5, 6, 7, 
8and 9; the broad Sort are ſuch as Aces, 
Kings, Queens and Knaves. The Uſe and 
Advantage of each are as follows. 


— 
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When you cut the Cards to your. Adver- 
fary, cut them long, or, end-ways, and he will 
kave a 3, 4, 5» 6, 7, 8 or 9 at Bottom. 


you do) Ace, King, Queen or Knave, Ec. 
which is ſufficient Advantage to ſecure any 
Came. It is a fine Manner, eſpecially in the 
old Bett, that the Dealer does not ſcore 2 
that Deal, ſince ſhuffling is of no Significa- 
tion here. And in caſe you cannot get Cards 
of proper Sizes ready made to mix with 
others, you may ſhave them with a Razor 
or Pen- knife from the Threes to the Nines 
each Side, and from the Aces to the Knaves 


Caſe or Cover, and if they are done as they 
ought to be, they will 8 upon any Body. 
As Whisk is a Tavern Game, the Sharpers 


Of Breef Cards there are. two Sorts : One 


When your Adverſary cuts the Cards to you, 
put them broad: ſide to him, and he will 
naturally cut (without ever ſuſpecting what 


each End; then put them up in the ſame 


generally take care to put about the Bottle 
74 B 1 before 
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before the Game begins, ſo quick, that 2 

Bubble cannot be faid to fee clearly, even 
when he firſt begins to play. . 

The next is the Corney-bend, which is 
Cards turned down finely at one Corner, a 
Signal to cut by. 3 
The other is vulgarly called K:ng/tor- 
Bridge, or the Middle-bend: It is done by 
bending your own or Adverſary's Tricks two 
diffferent Ways, which will cauſe an Opening 

or Arch, in the Middle, which is of the ſame 
Uſſe and Service as the other two Ways, and 
only practiſed in its Turn to amuſe you, 
The next Thing to be conſidered is, who 
deals the Cards, you or your Adverſary, be- 
cauſe that is a main Point, and from whence 
your Advantage muſt ariſe: Suppoſe for Ex- 
ample. 2 


„ A and py Sbarpers, 


Partners. 


Bubbles, 
Partners. ' 


C and D3 


Aſter a Deal or two 10 formally played, | 
A and B will begin to operate in the follow- 


When 


ing Manner : 


lch 
thi 


uf 


- 


= & 


— 


WInuIs Y: Or, WHisk. * 7 


When A or B are to deal, they obſerve 
(the preceding Deal) to take up the Tricks 


thus: | 


1d bad Card. 2. A good Card. 
3. Abad Card. 4. A good Card. 


« [Meaning ibe beſt and worſt 
that fall in that Lift.] 


When C or D deals, they muſt be taken | 
up thus: | 5 FR 
1 A good Card, 2. Abad Card. | 
3. A good Card. 4. Abad Card. 


By this Rule it is very plain, that the beſt 


Cards fell ro A and B every Deal. How 
is it poſſible therefore, that C and D ſhould - 
ever win a Game without Permiffion. But 
it would be deemed ill Policy, and contrary 
to the true Intereſt of A and B, to act thus 
every Deal: I will therefore ſuppoſe it is 
practiſed juſt when they pleaſe, according as 
Betts happen in Company; though the Rule 
with Gameſters, in low Life, is at the firſt 
ſetting out to ſtupify you with Wine and 
the Loſs of your Money, that you may 
never come to a perfect n of 
what you are doing. It may be truly ſaid, 


that many an honeſt Gentleman has been 


B 4. kept 
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kept a Month in ſuch a Condition by the 
Management and Contrivance of a Set of 
Sharpers. 7251268 

Now you may imagine it not in the Power 
of A and B to cauſe the Tricks to be taken 
up after the Manner aforeſaid; but there 
is nothing ſo eaſy or ſo frequently practi ſed, 
eſpecially at Three Poll One; fof in playing 
the Cards, the Confederates will not only take 
Care of their own Tricks, but alſo of yours; 
for the Cards may be ſo played and ſhoved 
together in ſuch a Manner, as will even 
cauſe you to. take them right yourſelf; and 
if a Trick ſhould he untowardly upon the 
Table, A or B will pay you the Compli- 
ment of taking it up for you, and ſay, Sir, 
that's your . Enn 
This Operation will the more readily be 
apprehended by ſeeing it practiſed: half a 


- ſcore Times; when once you are aware of it, 


it will otherwiſe (I may ſafely ſay) paſs up- 


on any Perſon that has not been let into the 


Secret. This being allowed, the next Point 
and Difficulty, is to Shuffle and Cut. 

I fay, that either A or B are ſuch curious 
' Work men, and can make a ſham. Shuffle 
wich a Pack of Cards fo artfully, that you 
would believe they. were ſplitting them, 
when at the ſameTime they will not diſplace 
a ſingle Card from its Order. 


Now 


— — as! 


- 1 as —— — Low} 


Wulst: Or, Wars k. 9 
Now to cut the Cards, a Bend is prepared 
for you to cut to, the Middle is beſt ; and 
it is Odds but you unwarily Curt to it ; if 
not, Slip is the Word: But if you have no 
Opportunity to do that neither, then deal 
away at all Hazards, it is but an equal Bett 
that they come in your Favour; if right, 
proceed; if otherwiſe, miſs a Card in its 
Courſe, and it brings the Cards according 
to your firſt Deſign; it is but giving two ar 
laſt where you miſſed; and if that cannot 
be conveniently done, you only loſe the 
Deal, and there is an End of it. 3 
But when A or B are to cut, they make 
it all ſafe ; for then they make the Corner- 
bend, which any one, that knows, may Cut 
to; a hundred Times together. 0 


PI PING at WA IS k. 


2 = 
= 4X 


m——_— 5 
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By Piping I mean, when one of the Com- 
pany that does not. play (which frequently 
happens) fits down in a convenient Place to 
* ſmoke a Pipe, and ſo look on, pretending to 


poling of his Fingers on the Pipe, whilft 
imoking, diſcovers the principal Cards that 
are in the Perſon's Hand he overlooks ; 
which was always eſteemed a ſufficient Ad- 
vantage to win a Game by another Way, 
viz, Indeed, ſignifies Diamonds; Truly, 

| B 5 Hearts; 


amuſe himſelf that Way. Now the diſ- + 


Hear; Upon my Word, Clubs; I aſſure 
,yau, Spades: But as ſoon as theſe Methods 

ome known, gew ones are invented; and 
it is moſt certain, that two Perſons may di. 
cover to each other hat Sort of Cards they 
hae in Hand, and which ought to be firſt 
played, many different Ways, without ſpeak- 
ing a Word, Talking is not allowed at Whiſt , 
the very Word implies, Hold your Tongue, 


— 3 


ALL FO UAS. 


FR Game is very much played in 
Kent, from which County it derives its 
Original; and tho” it be but a Vulgar Game, 
great Sums have been loſt at it. 
It has its Denomination from 4 Cards, 
called the Higheſt, Loweſt, Jack, and Game, 
which is the Set as ſome play it; but you 
may make from 7 to 15, or more, if you 
pleaſe ; but commonly 11 is up. | 
But Two Perſons play at a Time; and they 
muſt cut for Dealing ; the higheſt Card deals; 
who delivers to his Adverſary 3 Cards twice, 
and to himſelf 3 in like Manner; and having 
6 a- piece, he turns up a Card which is 
Trump; if Fack (which is any Knave) it is 
1:to the Dealer. 
If he, to whom the Cards were dealt, after 
look ing them over, like them not, he hey 
| : | the 
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| | ALL Tours. 2 it: 
the Liberty of begging 1: If the Dealer re- 
fuſe to give 1, then he deals 3 a- piece more; 
but if he then * a Card of the ſame 
Suit, he deals on, till he turns up a Card 
of another Suit. 
Here note, that an Ace is 4, a King is 3, 
83 is 2, a Knave 1, and a Ten is 10. 
ow you muſt play your Cards; not any 
Method is to be preſcribed; it muſt be ac 
cording to the Cards you have in your Hand, 
managed by your Judgment to the beſt Au--f— 1. 
vantage. | „ | — 
Having played your Cards, if you are | 
Higheſt and Loweſt. of what is Trumps, you 
reckon 2, if you are only Higheſt but 1, and 
the like of Jack and Game. Sometimes you 
are Higheſt, Loweſt, Fact, and Game; and 
then you muſt reckon 4. The Game is he that 
tells moſt after the Cards are played; and 
therefore a Teu is a very ſignificant Card; 
which crafty Gameſters know ſo well, that 
they will frequently take out of a Pack of 
Cards 2 Tens, and hide them contrary to the 
Knowledge of the other; which is a great 
Advantage to this foul Player, if he play of 
the ſame Suit as thele Tens, he hath abſcond- 
ed; for it muſt of Neceſſity ſecure him from 
loling the Game. „ 
He who wins Jack, wins 1 alſo: And fur- 
thermore obſerve, that for Advantage re- 
er : pFoking 


12 Tb couglzAr GAMIESTER. Part Il. 


voking is allowable, if vou have Trumps | in 
your Hand to trump it. 

Some make 31 up at this Game : Then if 
the Dealer turns up an Ace it is 4, a King 3, 
a Queen 2, and a Knave 1, a Ten (till con- 
tinuing the beſt . 


” „ - E 
” * K 
0 % "of 
4 8 4 — 7 . _ 
1 — 
. 


CRIBBIDGE. 


HI 8 is likewiſe a Game only played 

: between two Perſons, n and one, 
- is the Number up. 

Here too the Dealer has an Advantage 
. and, upon cutting, he who has the leaſt 

| Card deals. 

The Cards are dealt out 1 by 1; the 
Number 5 a- piece; the Remainder of the 
Pack (the whole being uſed) are laid down 
on the Table. 

Each Party plays according to his Diſ- 
cretion, this being a Game of Judgment. 

He that deals, makes out the beſt Cards 
he can for his Crib; and the other the worſt: 
The Crib conſiſts of 4 Cards, two a- piece, 
which they lay out upon the Table; and 
then they turn up a Card from the Pack, 
and each of them may make uſe of that 
Card; and when they have played out their 
5 Cards, and ſet up with Counters their 


Games, 


n, 


*%s La ag xt w p_—> * 


Nr nnen 13 
Games, the Crib is the other's the next Deal; 
and ſo they take it by Turns. ud 

The Value of the Cards is thus: Any 13 
upon the Cards is 2, whether 9 and 6, 10 
and 5, King and 3, 7 and 8, Sc. 

A Pair is 2, a Pair-Royal 6; a double. 
Pair- Royal 12; Sequences of 3, is 3; Sequences 
of 4, 18 43 Sequences of 5, is 53 Sc. and ſo a 
Fuſp of 3, is 3; a Fluſh of 4, is 4, c. Knave- 
Noddy, is 1 in Hand, and 2 to the Dealer; 
that is, if you have a Knave of that Suit 
which is turned up, it is Knave-Noddy. A 
Pair of Aces, Kings, Queens, Nuaves, Tens, 
Kc. is 2, Three Aces, Kings, Queens, &c. is 


Aces, 4 Kings, 4 Queens, &c. and is 12 
Games to him who hath them. | 
Having looked on your. Cards, you count 
your Game'after this Manner : Suppoſe you 
have in your Hand a 9 and 2 Sixes; after you 
have laid out 2 Cards for the Crib, which 
makes you 6 Games, becauſe there is 2 Fif- 
teens and a Pair, by adding your 9 to the 
2 Sixes, and if a 6 chance to be turned bes 
then you have 12 Games in your Hand; for 
tho you muſt not take the turned up Card 
into your Hand, yet you may make what 
Uſe you can of it in counting; ſo that the 3 
Sixes makes you 6, being a Pair - Royal, and 
the 9 added to every 6, makes 3 Fifteens, 
and 6 more added to the Former, WAFS ry 
| | 35 WBI 


— 


a Pair-Royal; a double Pair-Royal is 4 | 
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otherwiſe, your Opponent _ know what 
ou are, tho* you may not ſee his Cards, nor 
2 | yours: If you think he plays foul by 


reckoning too much, you may count them 


after the Hand is played. 
Thus when you have ſet up your 12, 
your Oppoſite, it may be, hath 4, 5, and 6, 
in his Hand, that is 2, becauſe of Sequence 
of Three ; then it is 2 more, becauſe it is 4, 5, 
and 6; again, taking in the counting 6 that 
is turned up, that is in all 4, then there is 15 
and 15 3 for 4and 8; is 9, and 61s 15 and 
then with the 6 turned up, it is 15 more, 
which makes 8 Games. This he likewiſe ſets 
up, keeping his Cards undiſcovered, Ob- 


— 


—＋ thereof, and plays firſt: Suppoſe! it is a 
63 if you have a 9 play it, that makes 15, 
for which ſet up 23 the next may play a 4, 


he a 5, that is 303 you being not able to 
come in, having a6 in your Hand, he ſets 
3 up 1, (for it is 31 you aim at in playing 
the Cards,) becauſe he is moſt, and 2 for Se- 
quences, 4, 5, and 6, which were his 4, after 
the 15, your 5 and his 6, and that doth not 


6 was played between the 4 and the 33 but 
if an Ace, 9, King, Queen, or the like, had 
been Played between, they had been no Se- 

quences 3 


which you muſt ſet by with Counters, or 


ſerve, he, who does not deal, ſets up 3 in 


which makes 19, you a 6, which is 25, and 


hinder them from being Sequences, tho' the 
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quences 3 ſo the 2 for the Sequences, and the 
1 for 30 being moſt (as at One and Thirty) 
makes him 3, which he muſt ſet up to the 
reſt of his Game; and in this playing of the 
Cards, you may make Pairs, Sequents, Huſbes, 
Fiftcens, Pair-Royal, and double Pair-Royal, 
if you can, tho that is rarely ſeen, 

Laſtly, you look upon your Crib, that is, 
the 2 Cards a- piece laid out at firſt, which is 
the Dealer's; if he finds no Games in them, 
nor Help by the Card that was turned up, 
which he takes into his Hand, then he is 
bilked, and ſometimes it ſo happens that he is 
both bilked in Hand and Crib. Thus they 
play and deal by Turns till the Game of 61 
WR | | 
Note, if you get the Game before your 
Adverſary is 45, you mult then ſay, I have. 
lurched you; and that is a double Game, for 
whatever you played, whether a leſſer, or a 
greater Sum. 9 E 


ee 
UT is the ordinary Rooking-Game of 
every Place; and ſeems, by the few 
Cards that are dealt, to have no Difficulty in 
the Play; but there is great Craft and Cyn- 


ning in ĩt. | | 


— 
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If you play at either two, or three-hand: 
ed Put, the beſt Put-Card' deals. Having 
ſhuffled the Cards, the Adverſary cuts them; 
then the Dealer deals 1 to his Antagoniſt, 
and another to himſelf, till they have 3 a. 
piece: 5 up, or a Put is commonly the 
Game. The Eldeſt, if he hath a good Game, 
and thinks it better than his Adverſary's, 
Puts to him; if the other will not, or dare 
not ſee him, he then wins 1; but if he will 
ſece him, they play it out, and he who wins 
2 Tricks, or all 3, wins the whole Set; but 
if each win a Trick, and Third tied, neither 
win, becauſe it is Trick and Tye. 

Sometimes they play without Putting ; 
and then the Winner is he that wins molt 
Tricks. In playing keep up your Card: 
very cloſe ; for the leaſt Diſcovery: of any 


one of them, is a great Advantage to him 


* Who ſees it. iq 
This Game conſiſts very much in daring; 
for a mettled Gameſter will Put boldly upon 
very bad Cards ſometimes, as upon a 3, 5 
and a 9 ; the other thinking there are good 
Cards in his Adverſary's Hand, having very 
indifferent ones in his own, dares not /ee him; 
and ſo by going to Stock, loſeth 1. He 
who once hath the Confidence to Put on 
bad Cards, cannot recal his Puiting, by 
which Means he frequently pays for his Bra- 
vado. - - res; Th 

e 
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The beſt Put-Cards are, firſt, the 7; ray, 
ext the Duce, then the Ace; the reſt follow 
in Preheminence, as Ning, Queen,  Knave, 
Jen, and ſo onwards, to the Four, which 1s 
the meaneſt Card at Put. 

The Cheats at Pur are done after this 
Manner: 

For Cutting, to be fare of 2 good Put! | 
Card, they uſe the Bent, the Shick, and 
the Breef-Cards, as we have already ob- 
vis in PICQUET, | 


1 
* * — 
* 
* 


1 U F. 
HIS "ING may be play ed | Regus 


Ways; but we ſhall inſiſt on the ul 
Method only. 

Lou lift forDeating and che beſt Card car- 
ties it: As many may play as the Cards will 
permit; to whom mult be dealt 5 a- piece, 
and then turn up Trump. Now if three, 
tour, five, or ſix Perſons play, they may la 
out the Threes, Fours, Fives, Sixes, and 
Sevens, to the Intent they may not be quick- 
ly lued; but if they would have the Lue 
. faſt about, then play with the whole: 

ac 

Having dealt, ſer up 5, cither with Chalk, 


or Counters; * then n in your . 
| 8 
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He ho is eldeſt Hand hath the Privi- 

lege of paſſing by the Benefit thercof, that 
is, he hath the Advantage of hearing what 
every one will ſay, and, at laſt, may play, 
or not play, according as he finds his Ga 
good or bad. If the Eldeſt ſays ke paſſes, 
the reſt may chuſe whether they will play, 


vᷓb no. 


Trumps, as at V hiſt, are the beſt Cards ; 
all others in like Manner take their Pre- 
cedency from the higheſt to the loweſt. 
Lou muſt net Revoke ; if you do, you 
pay all on the Table. If you play, and 
are lued, (that is, win not one Trick,) you 
muſt lay down to the Stock ſo- much fot 
your 5 Cards, as you played upon every 
one of them. EL 3. 
* md Deal, rub. off a Score; and for 
every Trick you win, ſet up- a Score by 
you, till the firſt Scores arc out, to re- 
member you how many Tricks you have 
won in the ſeveral Deals of the Game. 
All the Chalks for the Game being rub- 
bed out, tell your own Scores, and for ſo 
many Scores or Tricks which you have 
won, ſo much as they were valued at 11 
the Game, ſo much you muſt take from 
the Stock: Thus muſt every one do accord- 
ing to the Number of Tricks he hath won. 
Obſerve, That he who hath 5 Cards of 
a Suit in his Hand, /ves all the — 
then 


i- chen playing, be they ever ſo many, and in 
lat — he Board 5 if thete be ang, lues, | I 
at be who is Eldeſt Hand hath the Advantage. 
As there is Fraud in all Games, ſo in this, 
for Example, If one of the Gameſters have 
4 of a Suit and he wants a fifth, he may 
for that fifth make an- Exchange out of his 
dyn Pocket, if he be skilled in the clean- 
ly Art of Conveyance; if that fail, ſome 
make uſe of a Friend, who never fails to 
do him that Kind Office, There are other © 
Frauds to be performed, which we ſhall 
omit ; ſince it is aot our Buſineſs to teach 
you how to Cheat, but ſo to play as not to 
de Cheated. a 74 + 


” on 


— — 


We BRAG. ; - 


T this Game,” the whole Pack is 

dealt round the Table to all who. 
ue deſirous to ſhare in the Gain and Di- 
ſerſion. As many play at it as the Cards 
will hold out to * he dealing 3 
- piece to each of the Gameſters at one 
Time, turning up the laſt Card all round, 
belonging to every one preſent. 

Each Gameſter is to put down 3 Stakes, 
one for each Card, as much, or as little - as 
the Humourg of the Company vill conſeat 


to; 
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to; whether 3 Guincas, 3 Crowns, 3 Shil. 
lings, 3 SixpenCes, or what other Stakes, 
according to their Qualitics and Purpoſes 
is thought convenient: And this being 
done, the Manner of playing the Game, 
is as follows: HITS 
Ih beſt Card turned up in the Dealing 
round, in its Degree, beginning from Ace, 
| Kins, Queer, Knave, and ſo downwards 
thro' all the Cards of the Players, wing 
the firſt Stake; and the Perſon who has 
the Luck to have it dealt him, is to de- 
mand it from the reſt; who pay it-accord- 
ingly, unleſs the Ace of Diamonds be turn- 
ed up amongſt them; which if ſhewn, by 
Superior Authority in the Game, is to be 
preferred, and wins the Stake. Ani] ob- 
ſerve. that tho the Eldeſt Hand, who ha 
an Ace, carries it from the reſt by a kino 
Deſcent, yet the Aegof Diamonds, by the 
aforeſaid Authority, even in the Voungeſt 
Hand, which is the laſt Card that is dealt 
wins the Stake from any other turned up ane 
r HET 5 
The next principal Matter, and the co 
main Thing by which the ſecond Stake i 
to be won, is called the Brag, which, Va P 
the Ingenuity of its Managment, gives the uit 
Game its Denomination. The Nature eth 
it is, that you are to endeavour to impoſe Hin: 
upon the Judgment of the reſt who pla; Ce 
7 2 a 


* 


bon ox ERAS: 2 M 
nd particularly on the Perſon who chiefly 
(ers to oppoſe you, by boaſting of Cards 
in your Hand, whether Pairs - Royal, 
Pairs, or others, that are better than his 
er hers who plays againſt you: The beſt 

Cards you can have really to. brag of, are 
MP ir-Royal of Aces, the next of Kings, 
aus, Sc. A Pair- Royal of any Sort 
enaing from any Pair of the beſt Sort, 
. a Pair of any Sort wins of any other 
rds that are not Pairs. 71 85 
But here you are to obſerve, that the 
witty ordering of this Brag, is the maſt 
pleaſant Part of the Game; for thoſe who 
by faſhioning their Looks and Geſtures, | 
can give a proper Air to their Actions, 
u will ſo deceive an unskilful Antagoniſt, 
that fometimes a Pair of Fives, Trays, or 
Duces, in ſuch a Hand, with the Advan- 
tage of his compoſed ,Countenance, and 
ſubtle Manner of over-awing the other, 
ſhall oat-brag a much greater Pair- Royal, 


bend win the Stakes with great Applauſe 
and Laughtcr on his Side Nw the whole 

he Company. r ; ,43 330% rn 

ls The Knave of Clubs is here, as principal 

2 Favouritc, as at Lux, and makes a Pair 

he wich any other Card in Hand, or with any 

of Mcther two Cards a Pair-Roya), and is often 

this Game very neceſſary, to advance the 

1 Credit of the Brag, to him who has the 


Aſſurance 
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Aſſurance of impoſing upon the Company; 
and by ſuch re ee, A 
Advantage of winning the ſecond Stake. 
The bird Stake is won by the Perſon 
who firſt makes up the Cards in his Hand 
31, each Ace, King, Queen, Knaus, . &i 
going for 10, and drawing from the Pacł 
as is uſual in that Game: Or, inſtead of 
the 31, if his Fortune will not oblige 
him, the neareſt to it may win, he having 
the Privilege to draw, or not to draw, a 
he pleaſes, according as he finds it con- 
yenient, by the Cards that are in his Hand; 
for if he draws out, he loſes his 3bird 

Stake, + 
Some very nice Players at this Game, 
make the Nine of Diamonds a ſecond Fx 
- vourite Card, with the Knave of Clubs, 
to make a Pair- Royal of Aces; ſo that 
thoſe two joined with one natural Act, 
ſhall win from any Pair- Royal of Kings, 
Queens, Knaves,- or any other Cards, but 
a Pair- Royal of natural Aces. 
The Perſon who is fo lucky to win alen 
the 3 Stakes, is to be rewarded by the 
whole Company of Gamefters round the. 
Table, with 3 Stakes more, if they play 
the Strictneſs of the Game; which neceſ: 
ſarily makes the Winnings and Loſings 
,amount to a conſiderable Sum of Money: 
But very often our Modern Gameſters "I 
| his 


5 n 3 
his Particular, and out of a decent Re- 
ard to their Pockets, content themſelves 
with the Satisfaction of the Pleaſure of the 
Brag, rather than truſt to the uncommon 
rod Fortune of winning the 3 Stakes, 
rom the reſt of the diſappointed Com- 


Dany. A OM LEE te : 
The Deal is to go round from Perſoh to 
erſon; and by the different Management 
ff the Brag, you may find very great Di- 
ſerſion, ſame doing it fo aukwardly, with 
d little Cunning, and ſo ill an Addreſs, 
hat the Defects or Value of their Game 
ll preſently be diſcovered; whilſt others 
ith a more artful Afſurance, and by their 
ubtle Management, will wittily banter and 
poſe upon their Adverſaries, and ſeldom 
ail of their deſigned Profit. ; 
It is not fair for any of the Gameſters, 
nat fit near him who makes the Brag, to 
into his Hand, or by any mute Sign 
oken to give the Oppoſer any Know- 
dee of the Cards that he has in his 
And; becauſe it, may chance that the 
he Mp poſitions, natural to this Game, may 
raw on a conſiderable Sum of Money to 
ſtaked down, each of the two who are 
dncerned, valuing his own Cards, and 
llening thoſe of his Antagoniſt, as he 
—_ bes Reaſon, - 2 - 


A very 


of 


24 The ConeLeaT Gauzster, Part I] 
3 ey notable Damage, occaſioned þ 
one Perſon's peeping into another's Han 
IL onee chanced to be a Spectator of. 
Some Gentlemen and Ladies were playing. ba 
at this Game, when one of the Gameſters, Fe 
who ſeemed to be very.skilful at the Game ba. 
in general, but more particularly ſo, at ber 
the ſubtle Management of the Brag, and v 
by his artful Method and cunning Manner no! 
of Behaviour, had induced his Competitor H- 
to believe that he reſolved to out-brag him tha 
upon very low and inſignificant Cards; 7 
but it was the Gentleman's good Luck at 
that Juncture, to have in his Hand far gi 
otherwiſe than he imagined, having been the 
dealt 2 natural Aces, and the Knave of 
- Clubs, which, joined with the other 2, made 
the greateſt Pair-Royal that could then 
poſſibly be dealt, and conſequently proper 
to win alſo the greateſt Stake that could 

be laid; he kept his Countenance demure, L 
and with a Geſture neither overjoyed not 


J 


deſponding, made a Brag of Half a Crown; 

the other who had in his Hand a Pair- F 
| Royal of Kings, and, as afterwards was 

diſcovered, 'had, thro' the Imprudence of * 

the Dealer, caſually ſeen an Ace or tuo 4 
given about to other Gamefters, thinking: 

himſelf alſo as ſecure as poſſible, anſwen 


with a Crown; his Antagoniſt then ets 
Half a Guinea, and the Oppoſer, 1 E 
* ö 


| „ 2 . 
tely a whole one, and vying with each other, 
All the ſame amounted 2 Ten Pounds, 
when as ill Fate, for one of them, would 
WM have it, a too curious Impertinent, of the 
Female Kind, who ſat next to him that 
had the Aces, having a furious Itch upon 
ber to know whether his repeated "as 
eas upon a ſure Foundation, or not, could 
cot "Forbear covertly peeping into his 
Hand, and at the View was ſo ſur ized, 
chat on a ſudden ſhe, by a violent Shriek, 
ave the Gameſter, with the Pair-Royal of 
t Kings, Warning of his unavoidable Loſs, 
r{Mgiving him Reaſon to ceaſe the Brag, and 
thereby loſe the Game. 


GES and Trays muſt be caſt out 
as uſcleſs in this Game; then lifting. 
for the Deal, the leaſt Card deals, It is: 
played bat by Three Perſons only. 1 
The. Dealer delivers the Cards by 4, till 
every one hath 12, and the reſt are laid on 
the Table for the Stock, being in Num- 
der 8; whereof 7 are bought, and the Ace 
8 turned up; the turned up Card is the 
Dealer's; and if it be Tiddy turned up, is 
4 a-picce from each to the Dealer. | 
C The 
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The Ace is called Tib, the Knave Ton, 
the 4 of Trumps Tiddy ; Tib, the Ace, is 
15 in Hand, and 18 in Play, becauſe it wing 
a Frick; Tom the Knave, is g, and 7iddy Wan 
Is 4, the fifth Tower, and. ſixth Tumbler; eve 
which, if in Hand, Tot/er is 5, and Tumble 
6, and ſo double if turned up; and the, King 
and Queen of Trumps is 3. es 
The Eldeſt Hand bids for the Stock, in 
Hopes of bettering his Game, tho' ſome. Ru 
times it makes it worſe : The firſt Penny {Whit 
you bid is 12, 13, and ſo on; if at 16, W% 
they ſay, tate it, and none will venture more {Wa 
for it: He is bound to tate it, that is, taking bro 
in 7 Cards, and putting out 7 in their Stead, the 
and muſt pay beſides 8 to one, and 8 to the no 
other of the Gameſters for buying: If any 
odd Money be given, as 15, 17, or the 
like, the Eldeſt Hand.uſually claims it, or 
elſe it is given to the. Box ; but if he have 
Murnival, Gleek, or Tiddy in his Hand, after 
he hath taken in the Stock, he bates for 
them all, and:ſo poſſibly may gain by it, iH. 
he have a good Hand, and pay for his buy. Wo» 
ing 2. 9 

| Obſerve, if-7iþ be turned up, it is 15 too ©: 
the Dealer, in-reckoning after Play; but he ext 
muſt not make uſe of it, in Play, being the, 
Trump- Card; for then it would make him f 
x8, becauſe it wins a Trick, which is; 

more. Ln ROW | 
| Next 


Xl 


Nient you fpeak for the Ruff; and! he 
who hathy moſtof a Suit in his Hand wins it, 
unleſs ſome of the Gameſters have 4 Aees, 
ad chen he gains the Ra, tho! you have 
wer ſo many of a Suit in your Hand. If 
ny wins a Ruff and forget to ſhew'it before 
Card is played, he loſes it; and he who 
ſhews any for a Ruff after, ſhall* have it. 

The firſt,. or Eldeft ſays, I will vie the 
Ruff; the next ſays, I will ſee it, and the 
third, 7 vill ſee it and revie il F will ſee 
ur Revie, ſays the firſt, becauſe he hatli as 
many in his Hand as another; the Middle 
probably: ſays, I will not meddle with it; 
then they. ſhew their Cards, and he who hath: - 
moſt of a Suit, wins a Stake, according to 
the Game of him that holds out longeſt, and 

; of the other, who ſaid he would /e it, but 


ifter refuſed to-meddle with ĩt 3. but if any of 


he 3 Gameſters declare that they have not 
ny Thing to ſay, as! roRrhe"Rivf, he pays 
but a Stake; and if the Eldeſt and Sccond 
Hand paſs the Rufp," 'the Youngeſt hath 
Power ro double it, and then it is to be 
layed: for the'ne Deal; and if any forgers 
o call for the double Ruff, it is to be for the 
ext Deal after that. | 
Sometimes one of the Gameſters, having all 
df a Suit in his Hand, bids high for the 
KF, and the other having 4 Aces, is reſolved 
0 bid y igher, ſo that it ſometimes amounts 
9 to 


- 
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28 The COMPLEAT GAMESTER. Part Il 
to 16 and more; then I will ſee it, and revie, 
ſaith one; I will ſee it, and revie, faith 
another; that is 8 to the Winner, and all 
above is but 2 at a Time, as it may be, they 
will ſay, Iwill ſee it, and revie it apain, 
and 1 will ſee that and revie it again, ſait 
another, for which Seeing and Revieing they 
reckon but 2 after it is once come to 8 ; but 
he who has the 4 Aces carrieth it clearly, 
as aforeſaid. | , 
Buying or Bidding for the Ruff, is when 
you are in Likelihood to go in for Murni 
val, Gleek, or Increaſe of Trumps, that ſo 
if you have bad Cards, you may fave your 
Buyings and your Cards too; whereas other- 
wiſe you may loſe all. | 
If you call for either Murnival or Gletk, 
and have laied them out in the Stock, if you 
are detected, you forſeit double what you 
receive. 1+ 3&6, | 
Sometimes out rah Policy, or a Vapour, 
they will vie, whenghey have not above 30 
in their Hands, and the reſt may have 40 or 
50, and being afraid to ſeę it, the firſt many 
Times wins out of a meer Bravado ; and this 
is good Play, tho' he acquaint you with it 
hereafter. | "4418 
A Murnival of Aces is 8, of Kings 6, 0 
Queens 4, and a Murnival of Knay& 2 
PIECE, | N 
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s 2, and of Knaves 1 a- piece, from 
the other 2 Gameſters. ä 
A Murnival, is either all the Aces, the 4 
Kings, Queens, or Knaves; and a Glec is 5 
of any of the aforeſaid. 

Obſerve, 22 are your Cards; if you win 
>. but the Cards that were dealt you, 
you loſe 103 if you have neither Tib, Tom, 


you loſe becauſe you count as many Cards as 
Reaſon of the Badneſs of your Hand; if you 
your Hand, you have 30 by Honours, that 
Cards you win by them in Play. If you 


have Tom only, which is 9, and the King of 
Trumps, which is 3, then you reckon from 


you had in Tricks, which muſt be few, by 


A Gleek of Aces is 4, of Kings 3, of 


Tiddy, King, Queen, Murnival, nor Glqek, 


have Tib, Tom, King, Queen of Trumps in 
s 8 above your own. Cards, beſides the 


12, 13, 14, 15, till you come to 22, and 


30 in 
then every Card wins ſo many Half-pence, - 
a Pence, Sc. as you played for; if you are 
hy under 22, you loſe as many. 


being a Card that is apt to be forgotten; 
and know that it is looked upon as very fo 
Play to call for a Gleek of Kings, Aces, Gueens, 
or Knaves, when the Perſon hath but 2 in 
Hand, If you diſcard wrong, i. e. lay out 

1 C 3 bug 


let 


Here note, that before the Cards are dealt, 
it is requiſite to demand, whether the Game- 
ſters will play at Tiddy, or leave it out, it 


k 
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but 5 or 6 Cards, if yon call for any Glee: 
or Murmval, you loſe them all, if it be found 
out that you diſcard, Let this ſuffice for 
this noble and delightful Game or Re. 
creation. . 


-FRENCH-RUPE, 
A T this Game you muſt cut for Deal; 
moſt, or leaſt, carries it, according 


to the Agreement of the Gameſters. 
Two Perſons may play 4 or 6 on a. Side: 


Dealing to each 5 Cards a- piece; either y 


or 3 at a Time, according to Pleaſure, 
and he who deals turns up Trump: The 
King is the higheſt Card at Trumps, the 
Deen is next, the Knave next, and next 
the Ace, and all other Cards follow in 
Preheminency, according to the Number of 
the Pips; but all ſmall Trumps win the 
higheſt of any other Suit. 

Having turned-up Trumps, he who hath 
the Ace muft take the Ace turned up, and 
all other Trumps which immediately follow 
it, if fo agreed among the Gameſters, laying 
out fo many Cards as he took up in Lieu 
thereof. 5 

After this they play. To win 2 Tricks 
ſignifies nothing, to win 3 or 4 wins but 1, 
but to win 5 is che winning of 5. 


li 
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If you play at Forſat, (which is, the Ri- 
gour of the Play,) he who deals wrong loſeth 
1 and his Deal. Tou are bound to follow 
Suit, and if you renounce, you loſe the whole 
Game, if you ſo make it, otherwiſe but 1 or 
2, according to Agreement. 
He who plays a Card that is trumped by 
the Follower, if the next Player hath none 
of the former Suit, he muſt trump it again, 
tho' he hath not a Trump in his Hand that 
can win the former Tramp, and fo it muſt 
paſs to the laſt Player. 

All the Players round are bound to win 
the higheſt Trump played if they can. Here 
note, he who playeth before his Turn, loſeth 
1, unleſs it be the laſt Card of all. 


FIVE. CARDS. 


T HIS is an ih Game, and is much 

1 played in that Kingdom for conſider- 
able Sums of Money. There is little Ana- 
logy between this and Al- Fhurs. 

Bat 2 Perſons can play at it, and there 
are dealt 5 Cards a- piece. I he ſeaſt of the 
Black, and the moſt of the Rxd wins. The 
Ace of Diamonds is che worſt of the Whole 
Pack, unleſs it prove to be Trump. | 
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The 5 Fingers (alias 5 of Trumps) i 
the beſt Card in the Pack; the Ace of 
Hearts is next to that, and the next is the 
Ace of Trumps; then the Knave and the 
reſt of the Cards are beſt, according to thoir 
Value in Pips, or as they are Trumps. 

Before you play, ask, whether be will 
froe it, if he ſpeaks affirmatively, turn up 
the next Card of the Pack under that firſt 
turned up, and that muſt be Trumps ; if 
not play it out: He who wins moſt Cards, 
wins 5, but he that wins all, wins 10. 

Obſerve, that the Ace of Hearts wins 
the Ace of Trumps, and the Five-Fingers 
not only wins the Ace of Trumps, but alſo 
all other Cards whatever, 


— 


c COLOURS. 


HIS Game is likewiſe to be played 

at only by Two Perſons, of which the 
Eldeſt is te play firſt, as in other Games. 
You muſt deal off 3 a-piece, and turn up 
the next Card following; the Eldeſt is to 
take his Choice whether he will Mogg (that 
is, change a Card, or no ;) and whoſoever] 
refaſeth, is to give the other 1 Chalk or 
Hole, of which 2 61 makes the 
Game. Then muſt the Eldeſt play, _- 
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che other, if he can, muſt make it up 15; 
f for which he ſhall ſct up as many Holes, 
or Chalks, as there are Cards on the Table; 
ſo likewiſe for 25; and alſo as many Cards 
2s are played to make up 30, no more or 
leſs, ſo many Chalks may be ſet up who 
played laſt, to make up 31; and if 31 be 
not made, then he who played laſt, and is 
neareſt 31 without making out, muſt ſet 
up 1, which is called, ſetting up 1 for the 
latter. js | e 
This being done, the Eldeſt muſt ſhew. 
how many Chalks he hath in his Hand to 
ſt up, and after him the Youngeſt, which 
they muſt. reckon in this Manner,. taking 
Notice both of the Colour and Number 
of the Pips.upon the Card turned up, of 
thoſe in their Hands, ſtill reckoning as 
many for all the 15 and 25,-as there go 
Cards to make the Number; and if you 
have it by Chance in your Hand, and with 
the Card turned up, 31, then you muſt 
ſet up 4 for that. You muſt allo ſet up, if 
you have them in your Hands, or can 
make them ſo in the Card turned up, as 
followeth, 2 for a Pair, be they either 
Coat-Cards, or others; 2 for a Knave, and 
if a Knave of the ſame Colour and Suit of 
the Card turned up, then yon muſt ſet up . 
4; and ſo for a Duce 4, if it he of the 
ſame Colour turned vets you have 2 gf. 
R 
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Sort, either Threes, Fours, Fives, Sixes, 
or Coat-Cards, you muſt ſet up 9, and 
this is called a Poir- Royal: Now if they 
are all cither Hearts, Diamonds, or the 
like, then you muſt ſet up 6 for Cofily-Co- 


| hours. If you have 3 of a Colour, you can 


reckon but 2 for Colours. 
Whoſoever dealt, if he turned up either 
Duce or Knave, he muſt ſet up 4 for it; 


as for Example, imagine yon had dealt 
_ Adverſary 3 Cards, viz. the 5 of 


carts, 4 of Hearts, and 8 of Hearts; 


to your ſelf the Duce of Hearts, 7 of 


Clubs, and 9 of Hearts. Laſtly, you turn 
up a Card, which is the Knave of Hearts, 


for which you muſt ſet up 4; then becauſe 


he will not ask you to change 1, he gives 
you x, which you muſt ſet up, and then he 
e it be his 5 of Hearts, you 
then play your 7 of Clubs, which makes 
10, then he plays his 8 of Hearts, which 
makes 20, then you play your 9 of Hearts, 
which makes 29; and becauſe he cannot 
come in with his 5 of Hearts, you muſt 


| play your Duce of Hearts, which makes 


ou 31. For your 5 you muſt ſet up 5, then 
e muſt ſet up what he hath in his Hand, 
which you will find to be but 6, for he has 


not any Thing in his Hand, but Co- 


lors. Then muſt you ſet up your Games, 
which are, firſt, 2 for your 9 ot Clubs, and 9 
| | ol 
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the Dealer Youngeſt Hand. 
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of Hearts, which make 15, then that 15 
and the Ae turned up, makes 25, for 
which ſet up 3 ; then for your Duce of. 
Hearts, which is the right, ſet up 4, and 
3 for Colours, becauſe you have 3 of a Sort 
in/your Hand, with that turned up; now 
theſe, with the 5 you got in playing for 
31, makes you, this Deal, with the Knave 
turned up, and the Cards in your Hand, 
juſt 20, Many other Examples might be 

iven, but that is needleſs ſince this one 
is ſufficient to direct you in all others. 
Thus much for Coh-Co Louxs. 


 BONNE-ACE, 


H IS Game you may look on as 
trivial, and very 8 and 
ſo it is, by Reaſon of the little Variety 
therein contained. But becauſe Perſons of 
Quality have played at it for their Diver- 
ſien, we will briefly deſcribe it, and the 
rather, becauſe it is a licking Game for 
Money. | | 
Seven or eight Perſons (or as many as 
the Cards will permit) play at one Time. 
lathe lifting, the leaſt Card deals, which 
is a great Diſadvantage; for that makes 


* 
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The Dealer deals out 2 to the firſt 
Hand, and turns up the third, and ſo 
goes on to the next, third, fourth, fifth, 
Se. He who hath the Higheſt Card 
carries the Bonne, that is, half of the Stake, 
the other remaining for the Game; now if 
there be 3 Kings, 3 Queens, 3 Tons, 6c, 
turned up, the Eldeft Hand wins it. The 
Ace of Diamonds is Bonne- Ace, and wins 
all other Cards whatever. Thus much for 
the Bonne; afterwards the nearcſt to 31 
wins the Game, and he who turns up, or 
draws to 31, wins immediately. 


— — 


WI T and RE AS ON. 


HIS Game ſeems very eaſy at firſ 
to the Learner, but in his Practice 


and Obſervation he will find it otherwiſe. 


It is a Game ſomething like 31, and is thus 
" 1 | | 
wo playing together, the one hath all 
the red Cards, and the other the black: 
Then they turn up Croſs - Pile, who ſhall 
lead; for the Leader hath a great Ad- 
vantage oyer the other, as will be demon- 
Kraved.” | 24446 | 
You are not to play a 10 firſt ; for if 
you do, you certainly loſe ; for 31 being 
+ the 
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the Game, he who firſt comes to it wins; 
now ſhould the Leader play a 10, the 
Follower will play another 10, that makes 
20; let the Leader then play any Thing 
next, the Follower will be ſure to make it 


up 31. 

"He who hath the Lead, if he play a 9, 
may certainly win the Game, if he look 
about him; ever remembring to get firft 
to 20, without ſpending 2 of one Sort, as 
2 Duccs, 2 Trays, 2 Quaters, Sc. other- 
wiſe you will loſe : As for Example, you. 
play a9 firſt, your Adverſary plays a Duce, 
that makes 11, you play a 9 again, and 
that makes 20 ; thus you have played, 
but both Nines, wherefore your Anta- 
goniſt plays a Duce; now you can play on 
no Card but he wins; for if you play an 
8 (for you cannot come in with your 15) 
and you have not a 9, then he hath an Ace 
for 3 f; ſo if you play a 7, which makes 29, 
he hath a Duce remaining to make up 31, 
and ſo you may obſerve 1n the reſt of the 
Cards, | 


Take this for a general Rule, that you 


have a very great Advantage in fetching 
out, by Play, any 2 of a Number, as a- 
foreſaid ; as 2 Fives, 2 Sixes, 2 Seyens, 


Oc. wherefore you muſt not play raſhly, 


but with the Confideration arithmetically 
grounded, to make upa certain Game of i 
0 
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Jo conclude, he who hath the Art of 
playing well at 31, that is, by naming ſuch 
2 Number, at firſt, and proſecuting it by 
ſuch Addition of others, that his Adver- 
fary cannot think of any Number, but 
what ſhall be his Game; I ſay ſuch a Man 
is fittc to play at this Game called Wir 
and REASON. 
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The ART of MEMORY. 


| HIS is rather a Sport, than a Game, 
| Money may be won at it, but it 
is moſt commonly the Way to a# the 
Drunkard. It is the beſt when many play 
at it; for with-few it is no Sport at all: 
For Example; As many Perſons as do play, 

fo many Cards trebled muſt be thrown 
down on the Table, with their Faces up- 
wards; which every one muſt take Notice 
of, and endeavour to regiſter them in his 
Memory. Then the Dealer muſt take them 
- all up, and ſhuffling them, after cutting, 
Deals to every one 3 a- piece. 

The firſt, it may be, calls for a King, 
which muſt be laid on the Table, with his 
Face downwards by him who hath it in 7 
his Hand; the next, it may be, calls for a M de 

10 of Spades, which muſt be laid down * = 

hin 


b 
| 
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like Manner, and ſo it goes round; now 
if any one calls for what is already laid 
down, if they play for Liquor, he muſt 
then drink a Glaſs ; if for Money, he myſt 
then pay a Stake, whatever the Sum be 
= play for. | | 

his Sport wholly depends on the Me- 


mory; for want of which a Man may loſe 
both his Money and his Underftanding. 


ll. 


PLAIN DEALING. 
H E who deals, hath the Advantage 
of this Game; for if he turn up the 

Ace of Diamonds he cannot loſe: To his 
Ad verſary he delivers out 9, and but 3 to 
himſelf, then are the Cards played as at 
Mpiſt, the beſt of FTrumps, or other Cards 
wins, and but one to be gotten at a Deal. 
I cannot commend this Paſtime for its In- 


genuity, and therefore only name it, be- 
cauſe we treat of Games in general. 


—_ — 
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Queen N A Z ARE N E. 
A S many may play at this Game as 
the Cards will allow, 5 Cards are 


dealt to every Player; the Queen of Dia- 
monds is Queen NAZARENE, and he who 
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hath it, demands 3 a- piece of every Player. 
The Knave of Clubs is called Muave- Knocker, 
and he that has it, challengeth 2 a- piece. 
If Women play among Men, it is cuſtomary 
for Knave- Knocker to kiſs Queen NA Z A 
R E N E. | 

Laſtly, he who lays down a King, the laſt 
Card that is played challengeth 1, and be- 
gins again; and he who hath firſt played 
away his Cards, demands as many Counters 
as there are Cards in the Hands of the reſt. 


"A *** ä — * ** 


P E N E E CG H. 


-T AVING dealt 7 Cards a- piece, turn 
| KL up a Card, and that is Trumps. - The 
Ace a 3 Coat-Cards of Trumps are thus rec- 
koned. The Ace is 5, the King 4, the Queen 
3, and the Knave 2. | 
Having played, he who wins the firſt 
Trick, turns up another Card, and that is 
Trumps ; and ſo every Trick produceth a 
freſh Trump, till all the 7 be played. Now 
if it ſo happen, that What is turned up 
proves an Ace, or Coat-Card, it is a great 
Advantage to him who won the laſt Trick ; 
for if it be an Ace turned up, then he reckons 
5, if a King 4, if a Queen 3, as aforeſaid. 


After 
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After all the 7 Cards are played, (which at 
firſt are dealt 1 by 1,) he who won the laſt 
Trick turns up a Card, and if it prove Ace, 
King, Queen, or, Knave, he reckons for it 
accordingly as aforeſaid. | 

If the 7 of Diamonds be turned up, that is 
Peneech, and is reckoned 14 turned up, but 
it is but 7 in Hand, and not that neither, 
unleſs Diamonds are Trumps : It it be Trump, 
it is the higheſt Card, and wins all others; 
if it be not Trump, it wins all Diamonds. 

Laſtly, having played out all the 14 Cards 
betwixt you, count how many Cards you 
have more than your own 7 at firſt dealt you, 
and for every Card reckon 1, and ſo you 
muſt reckon on with the Value of your Coat-. 
Card Trumps, with Peneech turned- up, or 
in Hand, till you come to 61, which is the 
Gime. | 

Note, if you have neither Ace nor Face, 
you may throw up your Game and deal 
again. "x * 


P OS T d P A I R. 


P OST and Paix is a Game very much 
played in the Weſt of England. | 
This Game depends much upon daring ; 
that ſome may win very e : 
WER who 


„ — 
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vrho have the Boldneſs to venture much upon 
the Vie, tho their Cards are very indifferent. 

Lou muſt firſt ſtake at Po, next at Pair; 
after this, deal 2 Cards a- piece, then ſtake at 
the Seat, and next, deal the third Card about. 
The Eldeſt Hand way paſs and come in 
again, if any of the Gameſters Vie it; if not, 
the Dealer may play it out, or double it. 
The Ace of Trumps, is the beſt Card of all, 
and ſo on of the reſt in Order. At Poſt the 
beſt Cards are 2 1, 'viz. 2 Tens and an Ace, 
but a Pair-Royal wins all, both Poſt, Pair, 
and Seat. Obſerve, that. he who hath the 
beft Pair, or the beſt Pol, is the Winner, A 
Pair is, a Pair of any two, as 2 Kings. 2 
Queens, c. A Pair-Royal is of 3, as 3 
| Kings, 3 Queens, Cc. The Vie, is What 
you pleaſe to venture upon the 'Goodnets of 
your own Hand: or if it be bad, and you 
imagine your Adverſary's is ſo like wife, then 
bid High couragiouſty, by which Means you 
daunt your Antagoniſt, and ſo bring him to 
Submiſſion 
- if the Gameſters keep in till all have 
done, and by Conſent ſhew their Cards, the 
beſt Cards carry the Game. Now, accord- 
ing to Agreement, thoſe who keep in till 
laſt, may divide the Stakes, or few the bel 
Card for it. ** 
Obſerve, where the Cards fall in ſeveral 
Hands of the ſame Sort, as a Pair, or Hes 

SEEN oat, 
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Royal, and ſo forth, the Eldeſt Hand car- 
ries it. 


* 
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B AN EK AF AL E I, 
3 French G AM E. 


T this, the Cards muſt be cut into 
as many Heaps as there are Players, 
or more, if you pleaſe, and every Man lays 
„ss much Money on his own Card as he 
© WW thinks fit, or on the ſupernumerary Heaps. 
| WH So many as the Dealer's Card is inferior to, 
bo many he pays; ſo many as his Card is ſu- 
perior to, ſo many he wins from. 
f 

| 

| 


The beſt Card is the Ace of Diamonds, the 
next to that, the Ace of Hearts ; thirdly, the 
Ace of Clubs; and laſtly, the Ace of Spades, 
and fo the reſt of theſe Suits in order, accord- 
ing to theit Degree. The Knack lies in ſe- 
curing an Ace, or any other good ſure win 
ning Card; and if you mark the Cards be- 
forehand, ſo as to know them by the Back- 
ſide, you may then make your Advan- 
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La Bete, that is, the Bz AsT. 


French Game alſo, and played after 
this Manner.. The beſt Cards are, 
King, Queen, and ſo forwards. They make 
3 Heaps, the King, the Play, and the Triolct. 
| To every one is dealt 5 Cards, (3, 4, 5, 
| Perſons, or more, may play at it.) Before 
the Cards are dealt, every one ſtakes to the 
three Heaps. He who wins moſt Tricks, 
takes up the Heap that is called the Play: 
He who hath the King takes up the Heap fo 
called; and he who hath 3 of any Sort, that 


is, 3 Fours, 3 Fives, 3 Sixes, Fc. takes up 


the Tyiolet. ety 
Thus much for the Games on the Ca Rx Ds: 
But for the Reader's farther Entertainment, 
we have now added ſome diverting Fancies 
upon the ſame ; taken from the celerbared 
Mr. OZZ AN A M's Mathematical Recreations. 


E 


> . a 1 a 
3 — 7 y * as . 

* 1 

— 

= 

a — ? 
* . 
« 4.5 * 
\ + 
* - 
# = 
1 . * 


4 


SOME 
DiveERTING AMUSEMENTS 
UPON THE 


CARDS 


I. To find out among ſeveral Cards one, that 
another has thought of. 


AVING taken out of the Pack, 

a certain Number of Cards, and 

laid them on the Table, before 
the Perſon who is to fix his Thought upon 
ſome particular Card, placing them in a 
regular Order, beginning with the Lower- 
moſt, and ranging the one above another, 
with their Figures and Points upwards, 
and counting them readily, that you may 
find out the Number, which for Example, 
we ſhall ſuppoſe to be twelve Cards; bid 
him keep in Mind the Number that ex- 
preſſes the Order of the Card he has thought 


of, 
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46 
of, namel 
firft, two, if he has thought of the-/econg, 
three, if he has of the third, Gt. 
Then lay the Cards one above another, 
upon the reſt of the Pack, Virſt, that which 
was ſhewn fr} upon the Table, and that 
laft which was /Jaft ſhewn.. Then ask the 

mber of the Card tho of, which we 
ſhall here ſuppoſe to be four, that is, the 
fourth Card in Order of laying down, is 
the Card thought of, Lay your Cards with 
their Faces up on the Table, one after 
another, beginning with the uppermoſt, 
which you are to reckon four, the Number 
of the Card thought of; ſo the ſecond, 
next to it, will be five, and the third under 
that, fix, and ſo on, till you. come to twelve, 
the Number of the Cards you firſt pitched 

upon to ſhew: the Perſon; and you will 
find the Card which the Number telu- 
falls to, to be the: Card thought of. | 


II. Several Parcels. of Cards being p 
eil or ſhewn te as — Aſeny Festus th 
the End: that euch Perſon may tHink upon 
one. and keep it in his Mind; how to gueſs 
the reſpective Card whith each Perſor has 
thought: of: | | 
Let us ſuppoſe there are three Perſons'in 


Company, and three Cards ſhewn to ar 
EY : I 


— — 
- — - —_——— l 2 


y, one, if he has thought of the 
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10 Perſon that he may thin upon one af. 
them, and theſe three Cards laid aſide by. 
themſelves; then three other Cards held be- 
fore the /econd Perſon, for the ſame End, and 
likewiſe laid apart; and at laſt. three dif- 
frent Cards again to the third Perſon, to the 
kme End, and likewiſe laid apart. This 
done, turn up the firſt hee Cards, laying 
them in three Stations; upon theſe three, lay 
the next three other Cards that were ſhewn to 
the /econd Perſon; and above theſe, again 
the rer laſt Cards: Thus you have your 
Cards in tbree Parcels, each of which conſiſts 
of bree Cards. Then ask each Perſon in 
what Parcel is the Card he bought of; after 
which it-will be eaſy to diſtinguiſh ; for the- 
jrſ. Perſon's Card il be the firſt of his 
Heap; and in like Manner the ſecond's will 
be the ſecond in his; and the third * 8 
Card will be the third in his. h 


III. Several Cards being ſorted into three 


qual Heaps, how to gueſs the Card that any 
one thinks 


It is evident that : the Number of Cards 
muſt be diviſible by 7bree, ſince the three - 
Parcels are equal. Suppoſe then there are 36 
Cards, by Conſequence there are 12 in each 
Parcel; as in what Parcel is the Card thought 
en; then ay all the Heaps together, ſo 
as 
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as to put that which contained the Car 
thought upon between the other wo ; then 
deal the 36 Cards again into 7bree equal 
Hands, obſerving that Order of the fr /# Card 
to the firſt, the ſecond to the ſecond, the third 
to the third, the fourth to the firſt again, and 
ſo round, dealing 1 Card at a Time, till the 
Cards are dealt off. Then ask again, in 
what Heap is the Card thought upon, and 
after laying together the Cards, ſo as to put 
that which contained the Card between the 
other tuo, deal off again, as you did before, 
into three equal Parcels. This done, ask 
once more, what Parcel the Card is in, and 
ou will eaſily diſtinguiſh which is it; for it 
ies in the Middle of the Heap to which it 
belongs, that is, in this Example is the 
fixth Card; or if you will, to cover the Arti- 
fice the better, you may lay them all to- 
gether, as before, and the Card will be in the 
Middle of the whole, that is, the eightcenth, 


IV. To gueſs the Number of a Card drawn 
out of a Picquet-Stock, con/iſting of 32 Cards, 


After any Perſon has drawn what Card he 
pleaſes, you may know how many Points are 
in the Card thus drawn, by reckoning every 
Knave two, Queen three, and King, four, and 
the reſt according to the Number of their 
Points; then looking upon the reſt of the 

| Cards, 
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Cards, one after. another, add the Points 
of the firſt Card to the Points of the ſe- 
cond, and the Sum to the Points of the 
third, and ſo on, till you come to the laſt 
Card; taking Care all along to throw out 
10, when the Number exceeds it; upon 
which Account you ſee it is needleſs to 
reckon up the Tens, ſince they are to 
be thrown out; only you muſt always add 
4to the laſt Sum, in order to have another 
dum, which being /ſubiraFed from 10, if 
it be leſs, or from 20, if it be more, the 
Remainder will be the Number of the Card 
drawn; ſo that if 2 remain, it is a Kuave, 
if 3 a Qeen, if 4 a King, and ſo on. 


V. | To gueſs the Number of the Points, or 
Drops, Two Cards drawn out of a Pack. 


Whoever draws 2 Cards out of the Pack 
bid them add to each of the Cards drawn, 
as many other Cards as his Number is un- 
der 25, which is a Moiety of the Pack, 
wanting 1, fixing upon each faced Card 
what Number he pleaſes; if the firft Card be 
lo, add to it 15 Cards; and if the ſecond 
Card laid be 7, add to it 18 Cards; ſo that in 


this Example, there will remain but 17 


Cards in the Pack, the whole Number taken 
out amounting to 35; then taking the Re- 


mainder of the Pack into your Hands, and 
| D finding 


yo , Diverting Anuſtments, 
finding they are but 17, conclude that 17 


is the Jaiut- Numben of all the Points of 


the 2 Cards draw. 

To cover the Artiſice, you need not 
touch the Cards, but order the Drawer to 
ſubtract the Number of the Points of each 
of the 2 drawn Cards from 26, which is a 
Moicty of the Pack, and ditect him to 
add together the 2 Remainders, and ac- 
quaint you with the Sum, that you may 
ſubtratt it from 52 the Nbmber of the 
whole Pack, the Remainder of that being 
what is enquired after. 

For Example, Suppoſe a 10 and a 7 are 
the Cards drawn, take 10 from 26, and 
there will remain 16; and if you take) 
From '26 the Remainder is 19. The Ad- 
dition of the two Remainders 16 and 19, 
amount to the Sum of 35, which /ubtra#- 
ed from 52, leaves 17, for the Number of 
the Points of the Two drawn CAR Ds, 
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I. The Famous Game of VERUuERR. 


T HIS Game is originally, ſaid to be 
of Dutch Extraction, and one of 
the moſt noted Diverſions among the Hol- 
landers. The Manner of playing it is 
us IT I 

All the Table-Men arc placed on the 
Ace-Paint, where you ſet the tuo Men at 
Back-Gammon ; and as at that Game, bring 
them round into your own Tables, but with 
different Circumſtances 4 for you arc not 
allowed to make a Point in cither of your 
Tables, next your Adverfary, the farther 
Ace-DPoint excepted, 55 there you may * 

nt 
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It as your Diſcretion does beſt direct you; 
but you may take as many Points in your 
own Tables as you think good, to advan- 
tage your Game, and by ſo doing, to hin- 
der your Adverſary from approaching you, 
or by the Luckineſs of his Throw to get 
the better of it. 2 

In the next Place, you are to obſerve, 
that this Game is commonly played doub)z 
and /ingle; the double is called Joan, which 
is a particular Advantage your Adverſary 
gets over you, if his Luck in throwing be 
extraordinary: but you can never be ſonx'p, 
except you have more Men than you can 
enter upon / Points, that is to ſay, 7 
Men, which is 1 more than your Points 
will bear; and in ſuch a Caſe you muſt 
yield the Double, and conſequently your 
Game is in danger to be loft. 

Note, that tho' you always point as your 
Caſt affords you Convenience, and to the 
beſt Advantage of your Game, yet you 
cannot enter 7wo Men upon any Point, and 
in that Particular this Game is more re- 
markable than any other played upon the 
Tables. 

You play Doublets, and at laſt bear 
away all your Men, as at Back-Gammon, 
and the Art is in managing your 'I hrows 
to make your Game proper; for this, 
whilſt your Adverſary, by ill Throwing, or 

Lada indifferent 
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indifferent Management, lags behind, is 
N very convenient tor you to be skilled at. 
Nor alſo, that when you have more Men 
to enter, than you have opened Points to 
receive them, you are to let your Adver- 
ſary throw; which I have ſeen for a conſi- 
derable Space of Time; until by playing, 
his Men forward (contriving as much as“ 

oſſible he can, to gain the Preheminence, 
and put back your Game) he makes Room 
for you by a Vacancy; elſc, perhaps, the- 
Nature of this Divertion is fu: h, that the 
Game may hold out a long Time, there 
being no Poſſibility of going on, tilt you 
have the Privilege, by his opening the Paſ- 
ſage for you on the Tables to enter your 
remaining Men. | 
Note too, that if you hit any of your: 
Adverſary's Men, by a fortunate Caſt of 
our Dice, and that he has the favonrabte 
ortune, preſently after to hit you again: 
In fuch- a Caſe, which, indeed, is not very 
common, if there be- not Room for you: 
to enter in his Tes, nor for him to per- 
fect the Advantage of his Throw to enter 
in yours. It is the Nature of this Game, 
that you muſt loſe it double, you being the- 
firſt to throw, This, and the reſt of the 
Accidents ef Verquere, are like moſt other 
Games, to be underſtood, and avoided, by 
Experience in Play. | 
| C- 4 II. Tee 
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II. The Noble and Courtly Game called 
GRAND TRICK-TRACK, 


re Gta 25 


S a French Diverſion ; and moſt common- 
F ly uſ:d by Perſons of the firſt Qua- 
Icy. 
Tr is thus played: The Table-Men are 
to be placed on the Side of the Ta- 
bles. Next, it is alſo to be obſerved, 
that beſides the Table-Men, with which 
you play, there are 3 other Pieces to be 
uſed, called Markers,whether HalfCrowns, 
or, Halſpence, or any other Coin: Theſe 
are to mark the Throw of your Dice, on 
the Points of the Tables which are ad van- 
tagcous to you: For Example, If in your 
firſt Tables you make ſingle Toots; in 3 
1 or Throws, you mark with one Mar- 
er 4. | 
There are 12 Holes on the Sides f 
your Tables, with Pegs in them, for the 
Iſe of this Game. Note then, that 12 
Marks gained on the Points of your Ta- 
bles, make an Hole, and 12 Holes make 
up the Game, if you agree to it; «llc 
leſs, or more: It you fill up your Points, for 
every ſingle Throw on the Dice, you make 
4, and tor Doublets 6; and may hold 
your G ame as long as you think conve- 
| nicnt, 
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nient, that is, play on without breaking up 
your on, and your Ad verſary's, if you 
believe you ſhall get no Ad vantage by be- 
ginning again. | 

If you hold with your double Men im 
your Tables, before you can make a Point, 
and your Adverfary cannot fill his- Ta- 
bles, you are obliged with your Man to- 
paſs over into his Tables, tho' it be: 
commonly a Diſadvantage; but if. he 
throws ſo well, as to fill up, then it alters: 
the Matter, aud you cannot paſs.. Note, 
that when you have marked 12 with: your 
Marker, which, as I ſaid before, makes up 
one Hole, you may go oft, break up your: 
Tables, and , begin again, provided you: 
have the Dice; or elſe you.cannot.. 

Tf in playing this Game, you touch a: 
Man raſhly, as intending to play it, and 
think. to change it for another, you are: 
obliged to play it as you before in- 
tended; | 'L 

Note, As to thoſe Men that are obliged: 
to paſs over into the Adverſary's Tables, 
if he hits them, he marks thus: 

For every fingle Throw 4; for Doub-- 
lets 6; and it at any Time, by your 
good Fortune in throwing, you can mark: 
over and above 12, you muſt then mark: 
a Hole, or elſe 2, if you go double, and: 
the Overplus remaining is called tothe Good, 
a D-4; Pro- 
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provided you do not break your Game: You 
cannot. go off, nor break your Tables by 
your Adverſary's Throws. And note, that 
if you chance to make more or leſs thun 
is right, it is in his Power to take the Ad- 
vantake, put you back, or oblige you to 
mark full. This is what is moſt conſide- 
rable in your iu Tables. | 
Now, as to your Adverlary's:/econd 
Tables: For every Man you hit of his 
with a fingle Die, you mark but 2; and 
for Doublets 4; though in his rt Tables, 
4 for cach ſingle Die, and 6 for Doub- 
lets. | E n . 
If you chance to hit a Blot or two in 
your Adverfary's Tables, and cannot pals, 
y reaſon of his Man ſtanding: in your 
Way, and hindering you, it 1s allowable 
for him to take the Advantage of mark- 
ing by your own. Throws in both Tables, 
as be fore mentioned. | 
The Ace-Point of both Corners in the 
ſecond Tables, cannot be divided here, nor 
fill the Corners, as at other Games; though 
in Lieu of that Convenience, if the Dice 
. favour, for each ſingle Caſt, you mark 4; 
and for Doublets 6. 
Ihen as that Part of the Game, called 
Gens des Retour, or the Back-Game, which 
is the latter Part: Next, bearing off your 
Men, as it is uſed at. Back-Gammsn, you 


play 
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| play your Men as faſt as you can, into his- 


ables, endeavouring to fill up the Points, 
as at the Fore-Game ; which. being done, 


77 bear off your Men; only there is one 


iſtinction between this and Bacł- Gam 


mon (noted before) that as Doublets thrown : 


at the laſt Caſt gives conſiderable Advan- 

tage to the. Gameſter there, it is here of no» 

Value, nor gives. any Addition to the- 
row. 

Note, that if at any Time you break 
up your Tables, and diſorder your Men, 
except by gaining 12 Points you can mark. 
a Hole, it is in your Adverſary's Power to- 
oblige you to hold your Game on ſtill, 
end to play all the Table-Men you have- 
ſo touched and diſordered to. his own Ad- 
vantage: 

Note allo, that we diſtinguiſh the Sin- 
gle from the Double, in this Manner: If. 
your Adverſary, by his ill Fortune in 
throwing, has no Points on his Tables. 


marked, altho'.. your Throw is: ſingle, 
yet ſti ll you may mark a double Point; bug 


it otherwiſe, he has ſuch good Luck by - 
the Dice, to have any Point to mark, then + 
he comes double; wiich-you arc to take 

off again, if you can hit him... 
Theſe are all the Paſſages that are con- 
ſiderable in this Game; which. tho“ ca- 
aW 37 2 xx 
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ſily to be comprehended, by thoſe who. 
divert themſelves with playing often at 


Tables, and re ſuch who have an 


Skill in Tick-Tack, of which, this Game is 


obſerved to make a Compleatment, by ad- 


ding more Parts and Embelliſhments; yet 


the moſt ready Way for a young Gameſter, 
who is defirous to learn it, is to ſee it per- 
formed by two Gameſters; and then taking 
notice of, theſe Inſtructions, he will pre- 
£-ntly be let into the Secret. 


1 2 * _— *** 
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III. Of IRISH. 


RIS H is an ingenious Game; and re- 

quires a great deal of Skill to play it 
well, e the Aſter- Game, it is thus 

layed: 

5 The Men, which are 30 in Number, 
are equally divided between you and your 
Ad verſary, and are thus placed: 2 on the 
Ace- Point, and 5 on the Sice of your Left- 
Hand Table, and 3 on the Cinque, and 
Jon the Ace- Point of your Right Hand 
Table, anſwered on the like Points, by your 


Adverſary's Men, with the ſame Number; 


or thus, 2of your Men on the Ace-Point, 
5: on the uble-Sice, or Sice- Cinque 
© Point, 3 on the Cinque-Point in your Ha- 
0 | =_ 
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bles, and 5 on the Sice- Point at Home; 
and all theſe pointed alike by your Adver- 


ſary. = 
tn your Play have a Care of being too 
forward; and be not raſh in hitting every 


Blot, but with Diſcretion and Conſidera- 


tion, move ſlowly, but ſecurely; by which 
Means, tho' your Adverſary has filled 
his Tables, but with all Blots, and you 
by hitting him, enter, you may win the ;, 
Game; nay, ſometimes, tho' he hath borne 
his Men all to a very few... 

It is the Part of a prudent Commander, 
as he leads out his Men, to bring them 
home as ſafe as poſſible: So inuſt you have 
a Care of your Men as you are bringing ; 
them home, that they are not picked up 
by-the Way. 12 8 

Have a ſpecial Care that your Adverfa=- 


* 
* 


ry double not the Trey-Ace-Point with 


his Men; and ſo make what convenient 


Haſte you can to fill up your own Tables, 


and beware of blotting: That done, bear 


as faſt as you can. 


For an Aſter- Game, I know not what - 
Inſtructions to give: You muſt here- - 
in truſt to your own Judgment, and the 


Chance of the Dice; and if they run low 


for ſome Time, it will be ſo much the 


betten. i 
, V. Off 


\ 
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IV. Of BAC E- GAM MON. 


A R Men are placed as at Iriþb; 
; and this Game differs but very little 
from That, but in Doublets; which, at 
 Back-Gammon, is played four-fold, and 
makes a quicker Diſpatch of the Game, 
than Iriſh, | | 
He ſure to make good your Trey-Ace- 
Points hit boldly, and come away as faſt 
as you can; to which End, if your Dice 
mn high, you will make the quicker Dif 
patch. | 
f When you come to bearing, have a 
Care of making when you need not; and 
Doublets, now will ſtand you. moſt in 
Stead. oy | 
Ik both bear together, he who is firſt 
off without Doublets, wins 1. 

If both bear, and one goes off with. 
Doublets, he wins 2. 

If your Table be clear before your Ad- 
verſary's Men be come in, that is a Back- 
- Gammon, Which is 3; but if you thus go 
off with Doublets, it is 4. 

_ Falſe Dice are much uſed at Iriſh and 
 Back-Gammon, for the Benefit of entering; 
where fore, have a ſpecial Care, that you have 
not Cinque-Duces, and Quatre-Tre ys put 
15 upon 


- Of BACK-=GAMMON. 6x 
upon you; it may quickly be perceived by 
thi Ads of he Dice, EY | 4 
The Perſan who is cunning at Play, has 
great Advantage of a Novice, or innocent 
Man; which ts commonly by topping or 
knapping; which, by its often Practice, 
may be ſuſpected by his Adverſary: 
Then he has. Recourſe to Dice, which 
run particular Chances for his Purpoſe ; 
which, the other being ignorant of, is al- 
moſt an equal Advantage with the former. 
For Example: He provides Dice that run 6, 
5,4; it is his Buſineſs to fecure thoſe Points: 
So that if he happens to has any of 
— Men coming home, as it is Two to One 
but he does, he will without a Miracle, 
win the Set. WE 
It is, poſſible ſometimes they may make 
uſe of 3 and 2, which are the low Chan- 
ces; but that they ſeldom do, for this 
Reaſon, the high-or forward Points being 
ſupplicd, you muſt enter, if at all, upon 
the low Points; which keeps you back- 
wards, and gives him Advantage. The Ad- 
vantage of this Game is to be forward, if 
poſſible, upon ſafe Terms, and to point his 
Mo at ſuch a Rate, that it ſhall not. be 
poſſible for you to paſs, tho' you have 
entered your Men, till he gives you Liber- 
To, | having Two to One the Advantage of 


e Game. 
‚ Vx 
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V. Of TICK-TACK, 


A LL your Men: muſt ftand on the 
Ace- Point, and from thence play 
forward; but have a Care of being too 
forward, or ſo, at leaſtwiſe, that Doublets 
'reach you not. 

Secure your Sice and Cinque-Point, 
vrhatever you do, and break them not, un- 
leſs it be when you have the Advantage 
of going in; which is the greateſt Ad- 
vantage you can have, next to a Hit: For 
your Adverſary's 11th Point ftanding. 
open, you have, it may be, the Oppor- 
tunity of going in with two of your Men, 
and then you win a double Game. A Hit. 
is but 1; and that is, when you throw ſuch: 
a Caſt, that ſome one of your Men will. 
reach your Adverſary's unbound, but 
ſometimes, tho' it hits it, will not pafs, 
by Reaſon of a * in the Way; and 
then it is nothing. Sometimes it is good, 
going over into your Adverſary's Tables; 
but it is beſt for an 1 ME” 

Playing cloſe at Home is the ſecureſt 
Way; playing at length is both raſh and 
unſafe; and be careful of binding your 
Men when you lie in Danger of the Ene- 
my. Moreover, if you ſec you arc in 
$4 Danger 


Of TICK-TACK. l 


Danger of loſing a double Game, give 
your Adverſary 1; if you can, it is better 
doing ſo than loſing 2. N 

Here note, if you fill up all the Points 
of your ſecond Table with your own Men, 
you win 2; and that you may prevent 
your Adverſary from doing fo, (if you are 
in Danger thereof, Jif you can, make a va- 
cant Point in his Tables, and it is impoſſi- 
ble for him to do it. 

This is the plain Game of Tick-Tack, 
which is. called ſo from Touch and Take; 
for if you touch a Man you muſt play him, 
tho' to your Loſs; and if you hit your 
Adverſary, and negle& the Advantage, 
you are taken with a Why-not, which is 
the Loſs. of x: Likewiſe if you are in, 
and your Caſt is ſuch that you may allo 
go into your Adverfary's 11th Point, by 
2 other Men, and you ſee it not, either 
by Careleſneſs or eager Proſecution of a 

it, which is apparent before your Eyes, 
you. loſe 2 irrecoverably. Beſides, it is a 
very great Overſight, as your Men may 
ſtand,. not to take a Point when you may 
do it. 

Nou ſome play this Game with Toots, 
Boveries, and Flyers ; Toots is, when you 
fill up your Table at Home, and then 
there is required -ſmall "Throws; for if 

you 
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von get over with a Sice, you have no 
Benefit of. Toots. | 
Boveries, is when:you have a Man in the 
- Tith Point of. your own Tables, and ano- 
ther in the fame Point of your Adverſa- 
ry's, directly anſwering. + 
' SHlyers, is when you bring a Man round 
the Tables before your reds 1 bath 
got over his firſt Table; to the effecting of 
which there is required very high throw- 
ing on your Side, and very low throwing 
r | | 
Much more might be ſaid as to the 
Graft of the Play, which cannot be fo, 
well diſcovered, as from Obſervation in 
your own or others Playing. 


as * 1 tl — 
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VI Of DOUBLETS: 
| A T Doublets the 15. Men are thus 


1 placed; upon Six, Cinque, and 
Quatre, there are 3 Men ar piece; upon 
Trey, Duce, Ace, but 2 apiece. 

e who throws moſt hath the Benefit 
of throwing firſt; and what he throws 
he lays down, and ſo doth the other; 
what the one throws and hath not, the 
other lays down for him to his own Ad- 

vantage; and thus they do till all 5 
TH Men. 


— 
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Men are down; and then they bear, but 
not till they are down; he who is down 
firſt bears firſt, and will doubrleſty win 
the Game, if the other throws not Doub- 
lets to overtake him. Now he who throws 
Doublets apace, is certain to win; for as 
many as the Doublets are, ſo many he lays 
down, or bears. For Example; If 2 Fours, 
he bears 8, and fo for the other Doyb- 
Jets; and. therefore he who can cithcr 
nap, top, or hath high Runners about 
him, hath a great Advantage herein. 


K — — 
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VIL. Of SICE-ACE. 


F IVE Perſons may play at Sce- Ace 
with 6 Men a piece, they one load 
another with Aces Hines bears only, and 
Doublets drinks and throws again; ſo have 
I often ſeen ſome who, for the Lucre of a 
little Money, have reſolved rather to loſc 
themſelves than a Penny, It is commonly 
agreed the laft hu, or the laſt ot, ſhall 
loſc, and the reſt ſhall go frec. 


VIII. Of 
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VIII. CATCH-DOLT. 
T Cateh- Dalt, the firſt throws, and 
1 lays down from the Heap of Men 
without the Fables; what is thrown at, it 
may be Sice-Duce; if the other throw ei- 
ther Sice or Duce, and draw them not from 


his Adverſary's Tables to the ſame Poigt. 


in his own, but takes them from the, Heap, 
and lays the Ace down, he is dolted, and 
loſeth the Game; or if he touch a Man of 
the Heap, and then recall himſclf, the Loſs 
is the ſame. Some by frequent Practice 
will never be dolted, and then they ſtrive 
who ſhall fill up their Tables t; which 
done, he who bears them off r hath won 
the Game. | | 

So much for Games within the Tables. 


— 
* 
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GAMES without the TABLES. 


I. Of INN and I NN. 


NN and INN is a Game formerly ve- 


ry much uſ:d, and may be played by 
wo or three Perſons, each having a Box 
in his Hand. It is played with four Dice 
Lou may drop what you will, * 


F , / / 
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Shillings, or Guineas; every Inn you 
drop, and every Inn and Inn you ſweep 
all; but if you throw out, if but wo 
play, your Adverſary wins all; if three 
that Out is a Rye between the two other 
Gameſters, which they may either divide 
or throw out for it. Here you are to ob- 
ſerve that Out is when you have thrown 
no Doublets on the four Dice; Inn is 
when you have thrown two Doublets of 
any Sort as 7wo Aces, two Duces two 
Kings, Sc. Inn and Inn is, when you 
throw all Doublets, whether all of a Sort, 
or otherwiſe, viz. four Accs, four Duces, 
or four Cinques, or two Aces, two Duces, 
two Treys, two Quatres, or two Cinques, 
two Sixes, Oe. | 

Your Battle may be fought for as much or 
as little as you will, from 20s. to 204, and 
ſo onwards, to 2000/7. which Battle is not 
enced, till all the Money be won: And it 
is frequently ſeen, that in a Battle of 107. 
a Gentleman hath been reduced to 55. and 
yet hath won the Battle at laſt. __ 

For a Gameſter, who would win with- 
out hazarding much of his Money; Dice 
that will ran very ſeldom otherwiſe but 
6, 5, 4, are very neceſſary. If thoſe In- 
ſtruments are not to be had, a Taper- Box 
will not be amiſs; that as the Pice are 


thrown. 
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' thrown in, may ſtick by the Way, and fo 
thrown to Advantage. I have been told 
of one of theſe Sharpers, who cauſed a 


Box to be made, not as they are uſually 


ſcrewed within, but ſmooth ; and procured 
it to be ſo. well painted and ſhadowed 
within, that it looked like a ſercw'd 
Box: Now, this Box was but Half- Board 
wide at the Top, and narrow at the Bot- 
tom, that the Dice, as aforeſaid, might 
ſtick, and the Box being ſmooth, would 
come out without tumbling. With this 

Box, he went and played at In and Iny, 

by Virtue whereof, and his Art of taking 
up and. throwing his Dice into the Box, 
he got the firſt Night 1000/7. and the next 
Night 200. a Ycar, (with a Coach and 
Six Horſes) and enjoys the Eſtate to this 
Day, with great Improvements ; and never 
would handle a Dye ſince, well know- 
ing how many worthy Families it hath 
ruined. 


II. Of PASSAGE. 


ASSAGE, is a Game at Dice to be 
T played at but by Two Perſons ; and it 
is performed with 3 Dyes. The Caſter 


throws continually, till he hath thrown 
| DE Doublcts 
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Doublets under 10, and then he is out, and 


loſeth; or Doublets above 10, and then 
he paſſeth, and wins. High Runners are 


moſt requiſite for this Game, ſuch as will 


rarely run any other Chance, than 4, 5, or 


6; by which Means, if the Caſter throws 
Doublets, he can ſcarcely throw out. There 
is the ſame Advantage of the ſmooth Ta- 


r-Box, aforcſaid, in this Game, as at Iun 


and Inn, with the like Benefit of the Dice, 


whether by palming, topping, flurring, or 


knapping. 


III. Of HAZARD. 


T HIS Game is moſt properly Denomi- 


nated; for it makes a Man, or undocs 


him in the twinkling of an Eye, either 


a Man, or a Mouſe. 5 

It is played but with Two Dyes; 20 
* may be engaged, or as many as 
will. | 

There are two Things herein, chiefly 
to be obſerved, viz. The Main and Chance : 
The Chance is the Caſter's, and the Main 
the Setter's. There can be no Main 


thrown above 9, nor under 5: So that 5, 


6, 7, 8, and 9, are all the Mains which are 
flung at Hazard; Chances and * are 
rom 


% 
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from 4 to 10: Thus 4 is a Chance to 9, 5 
to 8, 6 to 7, 7 to 6, 8 to 5, and 9 and 10 
a Chance to 5, 6, 7, and 8: In ſhort, 4, 5, 
6, 7, 8, 9, and 10, are Chances to any 
Main, if any of theſe nick it not: Now, 
Nicks are either when the Chance is the 
ſame with the Main, as 5 and 5, 6 and 6, 
7 and 7, and ſo on; or6 and 12, 7 and 
Ir, 8 and 12; where note, that 12 is 044. 
to 9; 7, and 5, and 11 is ont to 9, 8, 6, 
and 5: Ames-Ace, and Duce-Ace, are out 
to all Mains whatever. 

That I may the better illuſtrate this 
Game, it will not be amiſs, to give one 
Example, for your better Information : 
7 is the Main; the Cafter throws 5, 
and that is his Chance; and ſo hath 5 to 
7: If the Caſter throws his own Chance, 
he wins all the Money ſet him ; but ifhe 
throw 7, which was the Main, he muſt Pay 


as much Money as is on the Table: It 


again, 7 be the Main, and the Caſter throws 
11, that is a Nick, and ſweeps away all the 
Money on th: Table; but if he throws a 
Chance, he muſt wait which will come 
firſt, Laſtly, it 7 be the Main, and the 
Caſter throws Ames Ace, Duce- Ace, or 12, 
he is out; but if he throw from 4 to 10, he 
hath a. Chance, tho' they are accounted 
the worſt Chances on the Dice, as 7 is re- 
puted the belt and eaſieſt Main to * 

the 


FM 
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Thus it is in 8 or 6, if either of them be 
the Main, and the Caſter throws either 4, 
5, 75 or 10, this is his Chance, which 
if he throw firſt, he wins, otherwiſe loſeth; 
it he throw 12 to 8, or õ to the ſame Caſt 
with the Main, he wins; but if Ames- Ace, 
or Duce-Ace to all, he loſeth; or if 12, 
when the Main is either 5 or 9. Here 
nothing nicks 5 but 5, nor nothing 9 but 
9: 4 and 5 to 7 is the worſt Chance; be- 
cauſe 4. (nicknamed by the Sharpers, Little 
Dice Fiſher) and 5 have but two Chances, 
Trey-Ace and tuo Duces, or Trey-Duce 
and Quatre-Ace. Whereas, 7 hath three 
Chances, Cinque Duce, Sice-Ace, and Qua- 
tre-Trey; in like Condition. is 9 and 10, 
having but 7wo Chances, Sice- Trey, Cinque 
and Quatre, or Sice-Quatre, and 7wo 


inques. * 
E: N ow, 6 and 8, one would think, ſhould 
admit of no Difference in Advantage with 
7; but if you will rightly conſider the Caſe, 
you will find a great Advantage in 7; over 
6and 8, How can that be? you will ſay. 
Hath not 6, 7, and 8, eight equal Chances? 
For Example: In Sice, Quatre-Duce, 
Cinque-Acc, and two Treys; in 8, /ix Du- 
ces, Cinque-T rey, and two Quatres : And 
hath not 7tbree,asaforcſaid ? It is confeſſed. 
But, pray conſider the Diſadvantage in the 
Deublets, two Treys, and two Quatres, and 


J you 
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you will. find that Sice-Duce is ſooner 
_ thrown, than 7wo Quatres; and ſo conſe- 
query -Cinque-Ace,' or Quatre-Duce, 


ooner than ?wo Treys. 

IT faw an old Rook once take up a Young 
Fellow in a Tavernuponthis very Bet: The 
Bargain was made, that the Rook thould have 


Falways, and the Young Gentleman 6, and 


throw continually. Lo Play they went, the 
Rook won the firſt Day 10 J. and the next 


Day the like Sum, and ſo for ſix Days to- 


gether, loſing in all, 60 J. Notwithſtanding 
the Gentleman, I am confident, had fair 
Dyes, and threw them always himſelf. 
And farther to confirm what J alledged be- 
fore, not only this Gameſter, but many 
more have told me, that they deſired no 
greater A than this Bet, of 7 to 
6. But it is the Opinion of moſt, that at 
5 firſt Throw the Caſter hath the worſt 
OL it. | 

Hazard is certainly the moſt bewitching 
Game that is played on the Dice; for when 


a Man begins to Play, he knows not when 


to leave off; and having once accuſtomed 
himſelf to it, he hardly ever after minds 
any Thing elſe, | 37 855 
So much for Games without the Tables. 
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IV. Of BILLIARDS. 
HIS polite Amuſement is trans- 


1 planted from Italy; and for. the Ex- 
cellency of the Recreation is much ap- 


— 


150 of, and played by moſt Nations in 


che, eſpecially in England, there being 
few Towns of Note, which have not a 
publick Billiard- Table. But there are 
very few Billiard- Tables which are found 
true; and therefore ſuch as are exactly le- 
velled, are highly valucd by a good Player; 
for at a falſe Table, it is impoſſible for 
him to ſhew the Excellency of his Art 
and Skill, whereby Bunglers many times, 
by knowing the Windings and Trick of 
the Table, have ſhamefully beat a very 
good Gameſter, who at a true Table would 
have given him Odds. n ond 
There is belonging to the Table an 
Ivort Port, which ftands at one End; aud 
an Ivory King at the other, tws {mall Ivory 
Balls and two Sticks (called Mats.) If 


your Balls are not complcatly round, you 


can never expect good Proof in your Play. 
The Maſts are made of Brazil, Liguum 
vite, or ſome other weighty Wood, Which 
at the broad End are tipped with Ivory ;. 
if the Heads * to be looſe, you will 


never 


* — 
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never ſtrike a ſmart Stroke; but that De- 
fect is eaſily perceived by the hollow 
Deadneſs of your Stroke, and faint run- 
ning of your Ball. 

- — RE Game is 5 by be (or 7, if 
Odds be given,) and 3 by Candle: light, 
or more, according to Odds, in Houſes 
that make a Livelihood thereof: But in 
Gentlemen's Houſes there is no ſuch Re- 
ſtriction; for the Game may juſtly admit 
of as many as the Gameſters pleaſe to 
make. 

For the Lead, you are to ſtand on the 
one Side of the Table, oppoſite to the 
King, with your Ball laid near the Cu- 
ſhion, and your Adverſary on the other 
in like Poſture; and he that with his Stick 
— 4 his Ball come neareſt the King, leads 

rſt, 

The Leader muſt have a Care, that at 
the firſt Stroke, his Ball touch not the 
End of the Table, leading from the King 
to the Port; but after the firſt Stroke, he 
need not fear to do it; and let him fo 
lead, that he may either be in a Poſſibility 
of Pa//ing the next Stroke, or ſo cunning- 
ingly lie, that he may be in a very fair 
\ Probability of Hazarding his Adverſary's 
Ball, the very Stroke he plays after 


Him. 
<> 'The 


— — . „ mou ai. Ma. 8 1 


SRO 


* 


3 fron 4, aw. £4.04 Md. 


74+ @Q = 


E 


Of BTLLIARDS. 75 
The Conteſt is, who ſhall Paſs firſt, and 
in that Strife, there are frequent Oppor- 
tunities of Hazarding one another; and 
it is very pleaſant to obſerve, what Poli- 
cies are uſed in hindering one another 
from the Paſs, as by turning the Port with 
a ſtrong clever Stroke; for if you turn it 
with your Stick, it muſt be ſet right a- 
gain; but indeed more properly, he who 
doth it ſo-ſhould loſe One. Sometimes it 
is done (when you ſee it is impoſſible to 
pafs } by laying your Balli in the Port, or 
before your Adverſary's Ball, and then 
all he can do is to pas after you. If he has 
paſſed, and you dare not venture to paſs 
er him, for fear he ſhould in the Inte- 
rim touch the King, and ſo win the End, 
you muſt” wait upon him, and watch all 
Opportunities to Hazard him, or King 
him; that is, when his Ball lies in ſuch a 
Manner, that when = ſtrike, His Ball 
may hit down the King, and then you 
Win J. if It. | Jul“ 
But, if you ſhould King him, and your 
Ball fly over the Table, or elſe run into a 
Hazard, then you loſe 1. | 5 
The Player ought to have a curious 
Eye, and very good Judgment, when he 
either intends to King his Adverſary's 
Ball, or Hazard it, in taking or quarter- 
ing out juſt ſo much of 'the Ball as wil 
2 _— 
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accompliſh either; which Obſervation muſt 
be noted in pa//irg on your Adverſary's 
Ball, or Corner of the Port. Some 1 have 
obſerved ſo skilful at this Game, that if 
they have had leſs than a 5th Part of a 
Ball, they would rarely miſs King or 
Hazard. | $405 | 
As this is a genteel Paſtime, ſo there are 
Laws or Orders made againſt Lolling, 
ſlovenly Players, Who by their Forfeitures, 
they may be reduced to Regularity and 
Decency; wherefore be careful you lay 
not your Hand on the Table when you 
ſtrike, or let your Sleeve drag upon it, it 
ou do, it is a Loſs; if you ſmoak, and 
let the Aſhes of your Pipe fall on the 
Table, whereby oftentimes the Cloth 1s 
burnt, it is a Forfeiture ; but that ſhould 
not ſo much deter you from it, as the Hin- 
drance ſmoaking is to your Play. 
When you ſtrike a long Stroke, hold 
Four Maſt ncatly between your two Fore- 
ingers and your Thumb, then ftrike 
ſmartly, and by aiming right, you may, 
when you pleaſe, either fetch back your 
Adverſary's Ball when he lies fair for a 
Paſs, or many Times when He lies behind 
the King, and You at the other End of the 
Table, you may King him backward. 
If you lie cloſe, you may uſe. the ſmall 


End of your Maſt, or the Flat of the dig 
*** "ad, 
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End, railing up one End over your Shoul- 
der, as you ſhall think more convenient for 
your Purpoſe, | | 
Have a Care of Raking; for if it be not 
a Forteiture, it is a Fault hardly excuſa- 
ble; but it you touch your Ball twice, it 


13 a Lols. 


Beware when you jobb your Ball through 
the Port, with the End of your Stick, that 
you throw it not down; if you do, it is a 
oſs; but da it fo handfomely, that at 
one Stroke, without turning the Port, with 
your Stick, you effect your Purpoſe : It is 
good Play to turn the Port with your Ball, 
and fo hinder your Adverſary 2 — P. 
ſing; neither is it a Fault, if you can, to 
make your Adverſary a Fornicator, that 
is, having paſt your ſelf a little Way, an! 
the other's Ball being hardly through th? 
Port, you put him back again, and it may 
be quite out of Paſs. 

It argues Policy to lay a Jong Hazard 
fometimes for your Antagoniſt, whereby 
he is often entrapped for raſhly ad ventu- 
ring at that Diſtance, which lics very near 
it, he frequently runs in himſelf, by reaſon 
of that great Diſtance. | 

There is great Art in lying covertly, 
that is, to lie at bo-peep with your Adver- 
fary, either ſubtilly to gain a Pa or 


Hazard. 
| E 3 Herg 
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Here Note, It your Adverſary has not 
paſſed, and lies up by the King, you may 
cndeayour to Paſs again; which if you do, 
and touch the King, it is two; but if 
thrown down you loſe. Some inſtead of 
a King, uſe a String and a Bell, and then 
you need not fear to have the End, if you 
can Paſs, This is, in my Judgment, bung- 
ling Play, there being not that curious Art 
of finely touching at a great Diſtance a 
King, that ſtands very ticklifhly. 

K or underſtanding of the Game tho- 
roughly, peruſe the following Orders. But 
there is no better Way than Practice to 
make you perſect therein. 


ORDERS to be obſerved by ſuch as 
Play at Billiards, | 


1. TF the Leader touch the End of the 
Table with his Ball, at the firſt 
Stroke, he loſes 71, 

2. If the Follower intend to hit his Ad- 
verſary's Ball, or Paſs at one Stroke, he 
muſt String his Ball, that is, lay it even 
with the King, or he loſes 1. 

3. He that paſſes thro” the Port, has 
the Advantage of touching the King, 
which 1s 1, if not thrown down. 

4. He that paſſes twice, his Adverſary 
having not paſſed at all, and touches the 

| King 
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King without throwing him down, wins 
2 Ends. 

5. He that paſles not, has no other Ad- 

vantage than the Hazards. 5 

6. He that is a Fornicator, that is, has 
paſſed thro' the Back of the Port, he muſt 
paſs twice thro' the Fore- part, or he can- 

Tf ACVAntage of paſſing that 

End. „le RE, 

7. He that bits down the Port or King, 


or Hazards. his own Ball,. or ſtrikes either 


Ball over the Table, loſes 1. 


8. He that Hazards his Adverſary's 
Ball. or makes it hit down the King, wineth 
the End. | 

9. If Four Perſons play, Two againſt 
Two, he that miſtakcs his Stroke, loſes 1, 
to that Side he is of, : 

10, He that after both Balls played, re- 
moves the Port without Confent, or ſtrikes 
his Ball twice together, or that his Adver- 
fary's Ball touch his Stick, Hand, Cloaths, 
or plays his Adverſary's Ball, loſes 1. 

11. He that ſets not one Foot upon the 
Ground when he ftrikes his Ball, ſhall loſe 
an End; or the ſame, if he lays his Hand 
or Sleeve on the Cloth. 

12. A Stander- by, tho' he bets, ſhall not 
inſtruct, direct, or ſpeak in the Game, 
without Conſent, or being firſt asked; if 
after he is advertiſed hereof, he offend in 

| E 4 this 
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this Nature, for every Fault he ſhall in- 
ſtanily forfeit 'T wo-pence, for the Good of 
the Company, or not be ſuffered to ſtay in 
the Room. 

13. He that plays a Ball, while the 
other runs; or takes up a Ball before it lie 
ſtill, loſes an End. 

14, He that removes the a. 
Stick, when be ſtrikes his Ball, and there- 
by prevents his Adverſary's Ball from pal- 
ſing loſes an End. 

. 175 a ehe ga are to be decided 

y the Standers-by, upon asking Judg-. 
ment. Whoever a King nett 
15. for the Port 10s. and each Stick 5 5. 


The ORDERS of a BILLIARD 
_ TABLE, very Ancient. 


I, Fi HE leadiag Ball the upper End mayn't bit, 
For if it does, it loſes one by it: 
2, The Fullower with the King lie even ſhall, 
If he does paſi, or hit the other's Ball; 
Or elſe loſe One: The like, if either lay 
Their Arm or Hand on Board when they do play 
3. That Man wins ane who with the other's Ball 
So ſtrikes the King, that he doth make him fall. 
4. If ſtriking at a Hazard both run ix, 
The Ball ſtruck a? thereby an End ſhall win. 
5. Heloſes one that down the Pert does fling; 
Ihe like does he that joſtles down the Ne 
6. He 
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6. He that in Play the adverſe Ball ſhall touch 
With Stick, Hand, or Cloaths, forfeits juſt as 
much. 
7. And he that rice has paſt d ſhall touch the King, 
The other not paſs*d at all ſhall two Ends win. 
8. If both the Balls over the Table fly, 
The Striker of them loſes ene thereby: 
And if but ane upon the Board attend, 
The Striker's ſtill the Loſer of the End; 
9. One Foot upon the Ground muſt ſtill 'be ſet, 
Or one End's le ſt, if you do that forget; 
And if you twice ſhall touch a Ball e're he 
Hath ſtruck between, an End for him is free. 
10. If any Stander-by ſhall chance to Bet, 
And will inſtruct, he then muſt pay the Set. 
11, The Port or King being ſet, who moves tlie 
ſame , 
With Hand or Stick, ſhall loſe that End or Game. 
12. He that can touch, being paſs'd,. or ſtrike the. 
other 
Into the Hazard is allow'd another. 
13. If any Stander-by ſhall ſtop a Ball, 
The Game being loſt thereby, he pays for all. 
14. If any Paſs be ſtricken back again, 
His Paſs before ſhall be accounted vain. 
15. He that breaks any Thing with Violence, 
King, Port, or Stick, is to make good th' Offence.. 


E F: 17. IE 
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16, If any not the Game doth fully know, 
May ask another whether it be ſo. 
Remember alſo when the Game you win, 
To ſet it up for fear of Wrangleing. 
17. He that doth make his Ball the King light hit, 
And holes the other, ſcores two Ends for it. 


v. Of French BILLIARDS. 


| g? called from their Manner of Play- 
LJ ing the Game, which is only with As 
and Balls Port and King being now 
wholly laid aſide. 

The Balls uſed at Billards, as played 
after the French Manner, are much larger 
than thoſe abovementioned; and the Rules 
of the Game are as follow, viz. 


ORDERS 70 be obſerved at the 
French BILLIAR D-TABLE. 


OR the Lead, put the Ball at one 
End, and play to be neareſt the 
Cuſhion next to you, | 
II The neareſt to the Cuſhion ſhall lead, 
and chuſe which Ball he pleaſes. 
III. If the Leader holes himſelf at the 
firſt Stroke, he loſes the Lead. 
IV. He who follows the Leader, muſt 


ſtand within the Corner of the Table. 
V. He 
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v. He who plays upon the running Ball, 
loſeth 1. 
VI. He who toucheth the Ball twico, 


, loſeth1, 
NHL He who toucheth both Balls, loſerh 


VIII. He who holes both Balls, loſeth 24 
IX. He who ſtrikes upon his Adverſarys 
Ball, and holes himſelf, loſeth 2. 

X. He who plays againſt the Ball, not 
ſtriking it, but holes himſelt, lofeth I” 

XI. He who does not hit his Adverlary' . 
Ball, loſeth 1. 

XII. He who ſtrikes both Balls oyer the 
Table, loſeth 2. 

XIII. He who ſtrikes his Ball over the 
Table, and does not hit his Adverſury 8 
Ball, loſeth 3. 

XIV. He = Ag retains the End of his Ad- 

verſary's Stick when playing, loſeth 1. 

XV. He who plays another's Ball with- 

-. out Leave, loſcth 1. 

XVI. He who takes up his Ball without 

dut Permiſſion, .loſeth 14. 

XVII. He who ſtops the Ball, when run- 
ning, loſeth 1; and if. near che Hole, he 
loſeth 2. 

XVIII. He who blows. upon the Ball, 
when running, loſeth 1; 1 5 near the 
Hole he loſeth 2. : 


* XIX. 
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XIX. He who ſhakes the Table when the 
Bail is running, loſeth 1. 

XX. He who {ſtrikes the Table with the 

Stick, or plays before his Turn, loſeth 1. 

XXI. He who throws the Stick upon the 
Table, and hits the Ball, loſeth 1. 

XXII. If the Ball ſtands upon the Edge 
of the Hole, and atter falls in, it is No- 
ring, but muſt be ſent where it was be- 

fore. 

XXIII. If any Perſon, not being one of 
the Gimeſters, ſtops a Ball, the Ball muſt 
ſtand in the Place where it was ſtopt. 
XXIV. He who plays without a- Foot 
upon the Ground, loſeth 1. 
XXV. He who leaves the Game before it 

is ended, loſ-th- it, f 
XXVII. Any Gameſter may change his. 
Stick in Play. by 
XXVII. If any Perſon breaks a Stick, or 
the Mace, he muſt pay Six-pence for 
the Stick and two Shillings for the 
Mace. * 
XXVIII. If any Difference ariſe about 
falſe Play, the Marker of the Game 
muſt decide it. Ae 
XXIX. Thoſe Perſons who do not play, 
muſt not ſtand near the Table, but give 
the Cramefters/Room enough to play. 
XXX. Whoever lays any Bet, and is not 
a Player himſelf, he muſt not give any 
Advice relating to the Game. 1 
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F now draw to a Concluſion of this 
Treatiſe ; but think it very proper to note, 
it is my Duty to remind you, I hat in the 
general Courſe of Play there is no Safety in 
any Game whatever. | 
I ſhall inſtance a remarkable Piece of 
K navery, that is well known to the Town, 
tho' at preſent not much thought of, which 
was committed a few Years paſt by a Per- 
fon who was grown weary of leading a ſo- 
| litary Lite behind the Counter, ſo turned 
Gentleman at large, in Expectation of ma- 
king his Fortune much quicker than by 
dint of Labour and Induſtry. He ſoon 
became Maſter in the Art and Myſtery of 
Billiard, as will appear by the Sequel of 
the Story. of 
R. and B. two Perſons of Diſtinction, 
made it their Diverſion to meet every Day 
in Pall-Pall, and paſs away many Hours 
at Billiards, which brought a vaſt Con- 
courſe of People together to ſee them play, 
tho” at the firſt Outſet they played but for 
Trifles. R. was a better Player than B. 
therefore to make the Match as equal as 
poſſible, R. gave B. One; which really made 
every Game ſo uncertain, that any one 
might have had his Choice, alt ho' it were 
for oo J. At length they came to play for 
conſiderable Sums; which took r 
re 
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drew all the Sharpers about the Town to 
the Place. | 

This Match continued ſome Time with 
little or no N to either Side: The 
Sharpers took R's Side, knowing him to be 
the better Player; and he was always ſe- 
date and cool, win or loſe ; yet it did not 
anſwer their Expectations, the Games were 
always precarious, and betting Money that 
way was thought to be like licking Honey 
off of Thorns; they reſolved therefore to 
ſtand neuter till an Expedient could be 
found out to cauſe B. to beat R. and it was 
not long before they effected it, as will ap- 
pear inſtantly. You muſt know, that both 
. R. and B. bought their own Sticks, and were 
ſo very curious, that they had Drawers, 
with Lock and Key, made for each of them 
to put their Sticks into, in the Billiard 
Room. | | 

After many Debates how theſe Sharpers 
were to take-in the whole Company, the 
Perſon that quitted the Counter (whom I 
hall call E.) was thought the propereſt Per- 
ſon to put this Deſign in Execution. 

The firſt Step he took was to poſſeſs 
himſelf of R's favourite Stick, which he 
conſtantly played with. Notwithſtanding the 
Lock and Key, he took it away unknown 
to any but his Companions; he had prepa- 
red an Inſtrument, made for the purpoſe, 


= k to 


to ſhave or pare away, cach End of the 
Stick, and leave, in the Center, a Riſing un- 
diſcernable to the Eye of the moſt Curious, 
and then put the Stick again in its Place. 
When R. came afterwards to play with 
the Stick, B. beat him ſeveral advantageous 
Games; for R. frequently uſed to hit B's 
Ball on the wrong Side, ſo put himſelf in, 
imegining all this Time that his Hand was 
out, not in the leaſt ſuſpecting the Fault 
to lic in the Stick: 'The Confederacy by 
this had their Ends, and puſhed on the 
Victory. At laſt the Man of the Houſe 
(not being in the Secret, and having loſt 
his Money by backing R.) ſuſpected the 
Cheat; and upon Enquiry, he found out 
the Cauſe, 4 ſtrait acquainted R. with 
it; which ſurprized him mightily for the 
preſent, perfectly knowing B. to be a Man 
of more Honour than to be capable of act- 
ing ſuch a Part. R. er himſelf thus 
ſurrounded by Thieves and Sharpers, never 
came to the Houſe afterwards: This, you 
may believe, cauſed ſoine Talk and Noiſe 
in the Town; Bat the Affair ended thus: 
Every one 5 what they had got, the 
Man of the Houſe loſt both his Money, 
and two very great Bene factors; and all 
the Satis faction that he ever got, was, at laſt, 
to find out the Place where E. had bought 


the Inſtrument. 
To 
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To conclude:“ The Sons of our No- 
* bility, and the Heirs to large and plen- 
« tiful Eſtates, eſpecially thoſe who be- 
« come too early their own Maſters, are 
* the Victims of Sharpers ; they are made 
% the Prey of thoſe reaſoning Savages, 
« thoſe Man-hunters, that form vile Aſſoci- 
« ations with an Intent to overturn as 
* many honeſt Societies as they can; and 
only live in Peace together, by being 
& united in a Confederacy to ſpread De- 
« ſolation and Confuſion amongſt the beſt 
“ Families in the Kingdom. The very 
Heads of ſuch Families miy not im- 
6e properly be called the Game of (what 
« they with a juſt Deriſion of their own 
« Vileneſs term) the Gambling Frater- 
8 | 
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POSTSCRIPT. 


Concerning the GAME of Faro. 


LTHOUGH BasszT and Faro 
have been forbidden in France, up- 
on ſevere Penalties, yet both Games have 
been, and ſtill continue, in mighty Vogue 
in England, eſpecially Faro The Rea- 
ſons are, 

I. The Game is very eaſy to learn. 
IT. It appears to be very fair. 

III. It is a very quiet Game. 

But as it is the moſt dangerous Game for 
the Deſtruction of Families, that ever was 
invented: And having ſhewn the Frauds 
of Basser, I thought it not improper to 
cloſe All with a few a/efu} Obſervations 
concerning the Game of Faro. 

A Gentleman who was pleaſed, about 
ten Years ago, to calculate the Odds at 
Faro, gave a very favourable Report of 
it to the Town; ſo every one took it up- 
on Truſt, without farther Enquiry. I ſhall 
only ſay, it was lucky for the FAxo- 
Bankers, that the Game was ſo great a 
Stranger 
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Stranger to us, at its firſt Arrival, as not to 
be, ſoon, perfectly underſtood. - 
I will not pretend to ſay what they are at 
this Day; but this I am well aſſured of, that 
. every Pull (i. e. the Card drawn on cach 
Side) makes the Odds vary through- 
out the Pack, as will be proved preſently: 
For as the Doublets are a conſiderable 
Branch of the Profits and Advantages of 
the Game for the Bank, and the coming 
of thoſe Doublets being ſo doubtful, that 
it may be ſaid the Calculation can only 
be made upon Suppoſition; I therefore 
now. proceed to prove, that Faro my be 
played to more or leſs Advantage: Sup- 
poſe. a Perſon to put down 20 f. upon a 
Card, when only 8 are in (as has been 
frequently ſecn) every one that plays, 
knows that the laſt Card is a Cypher, 
therefore you have 4 Places to loſe, and 
3 only to win, the Odds againſt you is 
4 to 3, a th Part of the Money given 
away, which is about 25. and 10 4. in 
20 f.; in a 100 J. it is. 14 J. 5 5, 8 d. + per 
Cent. Likewiſe: when ten Cards only are 
in, then it is 5 to 4 againſt you, a gth Part 
of the Money, and ſo in Proportion 
throughout the Pack. I appeal now to 
common Senſe, whether the Game may 
not be play'd to more or leſs Advantage; 


tho' I have heard ſome Men confidently 
| affirm, 
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affirm, that the Game is the ſame, play 
it which Way you will; and their Igno- 
rance, has led them to offer to la 

Wagers of it; for which Reaſon it 
has been believed, without farther En- 
quiry. I ſay, it was a very good Bait to 
catch Fiſh with. However, to proceed, 
the Odds from the beginning of a Deal 
are almoſt inſenſibly ſtealing upon you 
every Pull, till from the firſt ſuppoſed 4 
per Cent. it becomes, you fee, 14 J. 55. 
8 d. 3; I hope a fair Demonſtration. It 


may be thought not unreaſonable to con- 


ſent to theſe Odds (if no other Advan- 
tages were made uſe of) on the-Banker's 
Side, by Reaſon of the vaſt Expences 
that attend a Faro- Bank, beſides the At- 
tendants and Loſs of Time. I affure 
you, that thoſe Odds before mentioned 
have not been thought ſufficient, as I will 
leave to your own Judgment when the 
Charges are fairly ſtated, which will a- 
mount to the Sum hereafter charged. 
However, without loſing much Time, 
I ſhall inſtance a remat table Thing, that 
hath not been ſo ſtrictly obſerved. as to 
alter the Cuſtom of taking the Premier, 
when 2 Cards are put down, and a Premier 
put before them. 


Sap- 
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Suppoſe a King and Queen a Guinea 
each, and a Guinea the Premier. After 
which, ſome Pulls paſs, at laſt up comes 
the King on the right Hand for the Banker, 
and the Queen on the left for the Punter ; 
the Dealer takes the Premier, as his Right; 
without ever bluſhing; which is a very 
great Injuſtice in this Game; tor he ought 
to take nothing, fince he might as well 
take it out of your Pocket. | 
Obſerve, that the i Card, being pulled 
or drawn, is not valid till the /ecovd ap- 


pears; therefore the 2 Cards may, in one 


Senſe, be ſaid to be but o Pull; for they 
are ſo much one, and have ſuch Depen- 
dance on cach other, that if the /ecoud 
Card is never pulled, the firſt is uſeleſs. 
So when theſe Accidents happen, as they 
frequently do, you neither win nor loſe, 
On the contrary, if the King comes, and the 
Queen does not follow the ſame Pull, the 
Dealer then has a Right to the Premier, 
but not otherwiſe. | 

But the general Part of Mankind have 
ſuffered themſelves to be impoſed on, with- 
out ever conſidering the Inequality of 
ſuch a Stake. Tis a plain Demonſtrati- 
on, that they did not know what they 
were doing; if they had, they would not 
have complied with it. 


This 
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This Advantage taken by our Engliſh 


Bankers was never allowed in Spain nor 
Portugal, where J preſume the Game is 
as well underſtood as in England. I well 
remember an Accident which happened 
to a Foreigner, (who ſpoke a Language 
the Company did not underſtand,) which 
caus'd as great a Confuſion as ever I ſaw ; 
and this only about a Crown-piece. At 
Length the Stranger made Signs to prove 
and thew them he had loſt nothing. In 
the Interim comes in a Gentleman who 
underſtood the Foreigner, and appeaſed 
the Matter for the preſent; and it was 
mutually agreed, that the Crown ſhould 
be left in Poſſeſſion of the Bank, till it 
could be determined by Men- of Judg- 
ment. Accordingly the next Day it was 
judged in favour of the Foreigner, that 
it was unprecedented abroad: The Crown 
was returned, and the Affair amicably 
ended, Notwithſtanding this, the Faro 
Bankers have belicvd they might be 
more free with their own Countrymen 
than Forcigners, and therefore have con- 
tinued their firſt Cuſtom to this Day. 

The Expences of à Faxo Bank in all 
its Particulars, of Servants, Fguſe-Rent, a 
Groupe; Puffs, and other inciftnfl Charges, 
of Candle \ Fine Arraek-Punch, Sup- 
pers, and 84 Guard „„ Oc. have, 
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in Covent-Garden, amounted to above 
10001. per Annum. 3 
As Faro, is the Daughter of Baſſet, the 
Fair-Chance, or (Card-Table,) is the Grand- 
Daughter of Faro. All alike notorious 
_ Frauds, there being not any Perſons, ex- 
_ cept the Profeſſors themſelves, who can 
be ſaid to be let into the Secret. Springs 
nnn 51 Ce] 
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is 


in the Strand. — 


I. TyYERUVIAN TALES, related in 
one thouſand and one Hours, by 
one of the ſelect Virgins of (Cuſco, to the 
Tnca of Peru, to diſwade him from a Re- 
ſolution he had taken to deſtroy Himſelf 
by Poiſon, Interſpers'd with Curious and 
Hiſtorical Remarks, explaining the Reli- 
gious and Civil Cuſtoms and Ceremonies 
of the antient - Inhabitants of that great 
Empire. 'Tranflated from the original 


French. By Samuel Humphreys Eſq; 


Price 3s. 


IT. The Reward of Coftity :: Illuſtrated 
in the Adventures of Theagenes and Chari- 


clia: A Romance. Being the Riſe, Pro- 


greſs, Trials, and happy Succeſs of the 


Heroic Love of thoſe illuſtrious Perſons. 


Written originally in Greek, by Heliodorns, 


Biſhop of Tricca, in the fourth Century of 
Chriſtianity ; who. choſe to be depriv'd of 
his Biſhoprick, rather than deſtroy this 
Book, deſigned by him for the Promoti- 


on of virtuous Love. Made Engh/b from 


the Greek Original. With a Character of 
the Author, and his Work. By Sir 
Richard Blackmore, Knt, M. D. 2 Vols. 
Nes... e e 
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AFGALUS « and Parthenia. Origioally 
i'd in Proſe, by Sir Philip Sa- 
ucy; ; and afterwards 8 into Verſe by 
Francis Quarles Eſq; In three Books. 
Adorn' d with thirty Copper Plates, to il- 
luſtrate the Story; 201 the Life of the 
Author, now firſt prefix d. Together with 
explanatory Tables to the Cuts, now firſt 
added. Printed in a neat Pocket Volume. 
pr. 2 5 6 f. 

NB. New Editions of the two follow- 
ing Books arc now in the Preſs, and will 
ſpeedily be publiſh'd. , 

I. Moriæ Eucomium; or the Praiſe of 
Folly.” Made Exxi/b * the Latin of 
Defiderius — by White Kenner, 
of St. Edmund Hall, Oxon, late Lord Bi- 
ſhop of Peterborough. Ade d with forty 
ſix Copper Plates, from the Deſigns of the 
celebrated Hans Holbein, together with the 
Effigies 4 Eraſmus and Sir Thomas More, 
way neatly'engraven. pr. 3. 

I. Theſaurus ÆAuigmaticlis; z Or, a Collee- 
tion of the moſt ingehious and diverting 
Aniguia s or Riddles, with their Explan- 
ations, the! Whole being defign'd for uni- 
verſal Entertainment; and in particular for 
| the Exerciſe of the; Fancies of the Curious. 
The 2d Edit. withlargeAdditions, pr. 25.69. 
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